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“The first and still the best 
interactive sci-fi cartoon movie 
on disk is Spaceship Warlock.” | 
~Bob Levitus 
Guid@ggo the Macintosh Unde gound 


“If you want to see the ultimate computer, : 
game, see Spaceship Warlock!” my) - 
- Computer Game Review : 


“...a dazzling multimedia science > 
fiction novel that tips its hat to 

pulp classics while showing us the 4 
way to the future... perhaps the best ._ 
reason yet to hook up a CD to your Mac.” — 

~ Steven Levy we 
MACIWORy _ 


“Everyone agrees: Spaceship a | 
Warlock is a hit...a milestone inthe = 

_ progress of interactive media.” 
__ = Tony Bove & Cheryl Rhodes 
INSIDE REPORT 


fone 


MACINTOSH: 


Color Macintosh 
Class computer, 
monitor, 3.5 MB of 
free RAM, CD-ROM 


IBM or 100% compatible 
386 or higher with 4 MB 
of RAM, Windows 3.1, 
Super VGA (640 x 480, 
256 colors), 
SoundBlaster or 100% 
compatible sound card. 
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Spaceship Warlock is a trademark of Reactor Inc, be Peer 8 ee la eG OT 0 
Copyright © 1991 by Reactor Inc. All other tradenames a ; 
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licensed from Id Software. 


year is 2012. A team of U.S. scientists returns from Mars with a 


“small, metallic object. It explodes into a radiating gateway, linking our 
| world with another. An army of creatures emerges from the pulsating 
vortex. The Alien Invasion has begun. 


You are a Special Forces Agent, sent to eliminate all invaders, floor by 
floor — by whatever means possible. Wage a ferocious battle through 


the overrun military base and reach your 
destination. Down Corridor 7 looms the fate 
of the entire human race. 


#% Enhanced Wolfenstein™ 3D Engine 
® Full Screen Action 
® Alien & x Ae vanced Military Weapons 


® 30 Flodigs af * Heart- -Stopping Terror 
% ir? & Abima ted Walls 


CIRCLE #102 ON READER SERVICE CARD. . © 


Wolfenstein: 3D Technology 


FL Res.: (805) 591-5900 
for MC/Visa/AmEx ORDERS 


Newsnet 

System Crash: CD-i and 3DO go head-to-head in the battle of the next- 
generation systems. 

Comparative Analysis: Two giants of the Northwest. 

Top Games: All the top-selling games ranked for each computer system format. 
Designer Dossier: Too hip for IBM? Jaime Levy, electronic publisher. 


Point of Reference 
Tragic moments in history go multimedia: JFK’s assassination and 
the sinking of the Titanic. 
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Cheat Mode 
You'll only find it here! Hidden secrets for Blake Stone, 
Ultima VIII, The Lost Vikings, Arena, Comanche and more. 


Just Kiddin’ 
“Math” is a four-letter word, but these programs will introduce 
kids to the subject in an entertaining format. 


42 Previews 
CoOrvi elem mw = 4 All the ‘views that’re fit to print, including Eden, Inferno, Alien Legacy, Dark 
Legions, Outpost, Shadow of the Comet, Lords of Midnight and Armored Fist. 
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yee 93 Reboot 


Armed with an Apple lle, staff historian Ron Dulin uncovers 
issue 1.2, july 1994 the roots of Prince of Persia in Jordan Mechner’s Karateka. 


Reviews 

1942: The Pacific Air War 

Jurassic Park Interactive 

Super Wing Commander 

Astro Chase 3D 

Buzz Aldrin’s Race Into Space CD 
Ravenloft: Strahd’s Possession 
TFX 

Goblins Quest 3 

Al-Qadim: The Genie’s Curse 
Aegis: Guardian of the Fleet 
Castles Il: Siege and Conquest CD 
SSN-21 Sea Wolf 

War Game Construction Set Il: Tanks 
Who Shot Johnny Rock? 

Power Poker 


Capsule Reviews 


72 Krusty’s Fun House, Lands of Lore, Coaster, Shadow Caster 
73 Wrath of the Gods, Jeopardy! Sports Edition, Archon Ultra, Pinball 2000 
74 Fast Action PAQ!, The Lawnmower Man, Spectre VR, Evasive Action 
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26 Cover Story Exclusive: Tales From the Dark Side: 
The Making of TIE Fighter 
by Chris Gore and Jeffrey Adam Young 
Get to know the inspirational creative team that recruited 
X-Wing fighters across the nation, and find out why they’ve 
sold their souls to the Emperor in the stunning sequel 
TIE Fighter. 


34 What's Happening in Europe: Roundup of the 
European Computer Trade Show 
by Mike Davila 
We sent our editors to England, and all they brought back for 
us were fish ‘n’ chips and this bloody story. 


Strategies 

Exclusive strategy guide for Alone in the Dark 2 and the key 
to beating the undead end bosses in Doom high light this 
month’s strategy guides. 


76 Doom by Danny Han 
80 Alone in the Dark 2 by Zach Meston 
86 Police Quest: Open Season by Zach Meston 


On the Cover: 

A cinematic sequence from LucasArts’ new game for the 
IBM PC, 7/E Fighter. This artwork, created by self-pro- 
claimed Star Wars freak Jon Knoles, is his own interpre- 
tation of the Imperial Palace, home of (you guessed it!) the 
Emperor. Although this palace never appeared in any of 
the films, Knoles used a description from a Timothy Zahn 
book as his guide. At right on this page is a preliminary 
sketch. For the full story, turn to page 26. 
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Come on Down to the Ranch 


nyone who has heard that | have been to George Lucas’ hideaway artist 

colony in northern California, Skywalker Ranch, always asks the obvious 

question, “What's it like?” | recall the excitement of anticipating my ini- 
tial visit like that first glimpse of the gigantic Star Destroyer looming over my 
head in 1977. Seeing Star Wars for the first time at the age of 11 was life-altering 
for me. That film not only changed the face of entertainment forever, it is the 
quintessential rite of passage experience. It changed the lives of so many people 
now in their 20s and 30s that we’ve been dubbed by one magazine as “The Star 
Wars Generation.” More than 16 years after the film first opened, anything with 
the words “Star Wars” on it sells like any currently hot property. 

Well, my first impression upon visiting Lucas’ empire was not as spectacular 
as you might think. The offices for LucasArts, the games division, and ILM, the 
special effects house, are located in fairly innocuous brown buildings away from 
the ranch itself. The ranch is something of a retreat for filmmakers and creative 
people to get away from the distractions of the real world so they can think. The 
ranch house is made entirely from remilled lumber recovered from fallen bridges. 
Inside the handcrafted house, the relaxing cafeteria is more like a world-class 
restaurant, with desserts so delectable they should be illegal. The house has all 
the grandeur of a mansion, but conveys the warm feelings of home. 

What makes the Lucas entertainment empire so unique is the people, not the 
place. When | first met X-Wing developer Edward Kilham, | said, “My wife hates 
your guts.” And Ed, knowingly, burst out laughing. He knew what | was talking 
about. After admitting that | am still stuck on the X-Wing historical combat mis- 
sion 3 (that nasty one with the mines), | received a deserved ribbing from David 
Maxwell and Dave Wessman, the mission builders. Peter Lincroft was actually 
able to explain programming simply, while expressing his intense attachment to 
the Star Wars galaxy. Artist Jon Knoles has an even larger Star Wars collection 
than | do, and just as many fond memories of growing up with the wonderful 
worlds of fantasy from George Lucas. In fact, all of Lucas’ employees are fans of 
varying intensities from all walks of life. 

There’s something unique about this whole environment. The entire place 
seems to convey the excitement of discovery. Each Lucas employee is like a re- 
search scientist without the lab coat. This creative atmosphere reminded me of 
my days in college. Like any university, there exists the youthful feeling that any- 
thing is possible. There are no experts, and everyone is still on the road to 
discovery—they’re not afraid to admit that they’re still learning. Not surpris- 
ingly, the LucasArts staff dresses in casual jeans, just like any starving college 
student would. 

So, when anyone asks me what it’s like to visit Skywalker Ranch, | always an- 
swer with the question, “Have you ever been to college?” 


—Chris Gore 


FALCON NORTHWEST ANNOUNCES A NEW POWER FORA NEW AGE OF GAMING: 


Now there are 3 models of the ultimate 
gaming machine! Fill your need for speed! 


FAST... 40 VGA FRAMES PER SECOND! 


The MACH V Basic: for performance on a budget 
Intel 486 DX/2-50™ MHz processor, 4 Megs of RAM, 255 Meg hard disk 


$1,995 


FASTER... 45 VGA FRAMES PER SECOND! 
The MACH V: The original with some new twists 
Intel 486 DX/2-66™ Processor, 8 Megs of RAM -NEW!, 255 Meg hard disk 
$2,495 


UNREAL... 50 VGA FRAMES PER SECOND! 
The MACH Vp Pentium: the fastest game machine on the planet! 


Intel Pentium™ processor, 512K of static RAM cache expandable 
to 2 Megs, 8 Megs of RAM, 425 Megabyte hard disk w/256K cache 


$3,495 


But don't take our word for it... 
“if you want to go all out for games, the Falconis | “Compared to the MACH V, XXXXXXX 


the best bet for your money." 2000's [DX2/66] system ran like @#%&!" 

-Computer Gaming World _ Gary McMillan, Fairbanks, AK 

"They [Falcon's techs] are always available and will “Every game l've bought, every program 

spend time to work with their customers. The I've bought, has worked perfectly on the 

system is just perfect for our needs and makes MACH V!" 

running simulations a real pleasure." - Perry DiMarco, Howard Beach, NY 

-P.C. Combat Simulations Magazine or 

“My Falcon MACH V lets me run all my games -Paul Gentry, Portland, OR 

with the detail settings on high and | am still able : 
to scream through the frames." % 
-Keith Stadler, Wilmington, NC | pee 


THE FALCON MACH V: THE ULTIMATE GAMING MACHINE™ 


THE MACH Vp- THE WORLD'S FIRST PENTIUM POWERED GAMING PC! 


* Not Included with MACH V Basic model 
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Standard Features: 
100% Compatible with All IBM™ PC Software 

Falcon VESA Local Bus Motherboard, 256K Cache, AMI BIOS 
VESA Local Bus Graphics Board with 1 Meg- 16.8 Million Colors! 
Falcon VESA Local Bus Hard Drive Controller Card -4 megs/sec! 
RAM expandable to 32 megabytes 

TEAC 1.2 & 1.44 Floppy Drives 

MPC™ Level 2 Compliant 250ms Double-Speed CD-ROM Drive* 
SoundBlaster PRO™ with Multimedia Encyclopedia on CD-ROM 
Shielded Multimedia Speakers with Bass Boost 

CH Products FlightStick PRO™ 4 Button Joystick 

CH Products Automatic Speed Sensitive Dual Gameport 
Mini-Tower Case with 250 Watt Power Supply 

Two Cooling Fans with Temperature Sensing 

14" Non- Interlaced SVGA Monitor, .28dp, Edge-to-Edge Display 
101 Key Keyboard with Dustcover 

MS-DOS 6.2™ & MS-Windows 3.1™- NEW 

3 Button Serial Mouse 

UL, CSA, TUV,VDE & FCC Class B Approvals 

One Year Parts & Labor Warranty 

One Year On-Site Service Policy 


THE MACH V IS PERFECT WHETHER YOUR MACHINE IS A DEDICATED GAMER, OR YOU ALSO USE IT AS A BUSINESS, SCHOOL, OR HOME 
COMPUTER. YOU CAN CUSTOM FIT THE MACH V FOR YOUR MISSION WITH THESE UPGRADE PACKS: 


FALCON NORTHWEST. ~ 
CC 


COMPUTER SYSTEMS 
263 South Bayshore Dr. Coos Bay, OR 97420 
Ph: (503) 269-0775 Fax:(503) 267-2575 


CIRCLE #103 ON READER SERVICE CARD. 


To Order Call: ° 
1-800-258-6778 
VISA & MasterCard Accepted 
Financing Available On Approved Credit. g 
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ince the Cold War, the great battles in America 
S::: been fought on the consumer front. 

Buyers ally themselves with a brand. Coke ver- 
sus Pepsi. Nike versus Adidas. Sega versus Nintendo. 
The latest shots were heard in the multimedia arena, 
where two warring factions, 3DO and CD-i, are look- 
ing for a few good consumers with a little extra cash. 

The 3DO0 Company is looking to become a stan- 
dard, just as VHS now is for videotapes. The first 3DO 
system was released from Panasonic last October. 

Philips introduced its CD-i two years prior to 3D0’s 
debut. Part of one of the strongest international elec- 
tronics companies, Philips Interactive Media has 
recently shown a new dedication to the gaming market. 

In support of the newer system on the block, Bob 
Faber, The 3D0 Company’s vice-president of sales 
and marketing, is quick to point out that “there is no 
lack of titles from 3DO. In fact, if you look at 3DO’s 
entertainment software titles in each genre, they are 
better than those found on any other system. We 
don’t see the CD-i as competition because their soft- 
ware is pushing the limit of the machine. To us, the 
competition hasn't arrived yet.” 

In a recent speech, 3DO’s Trip Hawkins stated that 
“the game customer has completely rejected the CD-i. 
In fact, you can’t even hook up two controllers to that 
machine. That’s how off-target the design is.” 

Responds David McElhatten, president of Philips 
Media Games: “Trip’s comment is off-target. We don’t 
appreciate or believe in a misinformation campaign. 
The player has always been able to handle two con- 
trollers, and, by the end of 1993, we sold through 
over 300,000 units.” 

However, Faber pointed out, “Trip’s first statement 


“If you fool the 
consumer, they’re 
not going to like 
you very much.” 


—Bob Faber, vice-president, sales 
and marketing, The 3D0 Company 
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[regarding player apathy toward CD-i] is proven by 
the fact that no one knew that his second statement 
[regarding two-controller capability] was false.” 

3DO has been plagued with criticisms lately, 
including claims of faulty controllers, buggy software 
and the lack of a memory manager. When asked to 
comment, Faber stated: “ The Horde originally went 
out with a bug that erased the 3DO’s save-game 
memory, but the bug has been patched, the product 
has been recalled and replacements are available. The 
memory manager for the 3DO will be software- 
enabled and available on the sampler pack-in disc by 
May. The controller has been redesigned to offer easi- 
er diagonal movement, and the original controllers 
can be fixed by simply loosening the screws on the 
bottom by a quarter turn.” 

Meanwhile, Philips CD-i is signing many licensing 
deals to release movies from Paramount, Orion and 
MGM for the CD-i, utilizing the Digital Video (DV) car- 
tridge. “These movies are more than a feel-good 
bonus,” McElhatten stated. “They help define CD-i as 
a multipurpose, all-in-one system. We own the MPEG 
market!” 

Faber and 3DO don’t feel that MPEG video is a dri- 
ving force in delivering high-quality interactive experi- 
ences, but they do feel it is important enough to offer 
the add-on, which Panasonic announced recently. 
“Using the CD-ROM and MPEG compression technol- 
ogy doesn’t deliver the same quality as a VCR, and | 
feel it is a disservice to consumers to market it as a 
movie player,” said Faber. “If you fool the consumer, 
they're not going to like you very much.” 

CD-i’s price is very competitive, with the 
Magnavox unit selling for less than $399. And 


“We don’‘t appre- 
ciate or believe in 
a misinformation 
campaign.” 


—David McElhatten, 
president Philips Media Games 


McElhatten noted that, unlike 3DO’s price point, “it’s Pointing to CD-i’s processing power, Hawkins stat- Ree 
not supported through some bizarre stock-swap deal.” ed, “It’s just out of gas. It’s not enough power to 
3DO claims that more of its systems were sold last deliver the kind of interactive media experience that aaa 
fall than CD-i systems sold in its first year. “That consumers are going to expect.” 
statement is unabashedly false,” an angry McElhatten McElhatten rebutted: “That statement is a lot of : ORE 
responded. “Philips is a patent holder on all CD tech- hot air. Consumers want to buy compelling experi- weneRane 
nology, sO we know how many are manufactured ences, not architecture. Our operating system’s speed 
each year and have a good idea of where they go.” utilizes OSY, the same base operating system used in 
Both companies have their vehicles poised on the the Patriot missiles.” 

“infobahn.” AT&T and MCA for 3DO, and Bell Atlantic The missiles have indeed been fired, but it is not 
and the single largest privately owned cable company _ clear yet whose camp is victorious. Next month, we'll 

in Europe for CD-i. Both systems have a serial port, visit the front lines and talk to owners of 3DO and CD-i 
so, theoretically, they’re ready to handle a cable or systems. We'll keep you posted on new information 

phone line input/output. as it develops. 

3bDo <i ~—ii CcbD-i+ Digital 

$499.95 $399 Wideo Card 

50 software titles available 200 software titles available $399 + $249 

Claimed U.S. installed base: 30,000 Claimed U.S. installed base: 150,000 24-bit 

32-bit 16-bit 15 MHz 

12 MHz 15 MHz 45 megabytes/second 

50 megabytes/second 45 megabytes/second 2.5 megabytes 

Three megabytes One megabyte 13.5 million pixels/second 

64 million pixels/second 11 million pixels/second 384 x 280 (normal) 

640 x 480 384 x 280 (normal) 768 x 560 (high) 


768 x 560 (high) 


Both men built their empire: 


Rajneesh ran a community known as Rajneeshpuram. ty known as Microsoft. 


Rajneesh was accused of violating immigration laws and a sused of illegally plagiarizing Apple's Macintosh inter- 
against their will in a compound without windows. Jows operating system. 


Rajneesh owned 93 Rolls-Royce automobiles. 


Rajneesh had a large group of devout followers f 
vast fortune. 


Bhagwan Rajneesh and his followers wore orange robes, the gal 
fying religious enlightenment in India. 


Rajneesh thought of himself as the father of God. 


Rajneesh used hypnotic suggestion to attract his followers. 


Sierra On-Line s Bright Star Studios is enabling youngsters of America to build their ideal planet. The “If | Could Create My Own Planet” contest allows elementary schoo! students to use Adis Cosmic Studio to create their own interactive stories with animated 


LO —— > [fh color graphics plus sound effects, 


Both grand prize winners wil feceive tio multimedia computer systems—one for them and one for their school. 
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designer dossier 


JAIME LEVY. CYBERSLACKER 


aime Levy is an inde- 
pendent publisher of 
a disk-based maga- 
zine for the 
Macintosh entitled 
Electronic 
Hollywood. Even 
though she has trans- 
planted herself from 
sunny Southern 
California to the bor- 
ough of East Village 
in New York City, 
she is still publishing 
the interactive maga- 
zine using the 
Hollywood name. 
Why? This question 
and more were 
answered in our 
recent interview with 
the goddess of the 


electronic kingdom. 


skimming 


Pioneer Electronics at 310.953.2286. 
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Perfiaps one of the least Hnely Candidates to ride the digital wave from Hollywood to the Silicon Valley is big-screen star Robert Redford. But Pioneer announced recently that itis joining forces with the actor and Academy 


Allatd-Winning director 1G develop an environmental-tased interactive program for use with Pioneers Laserfctive system.” The program is a wilderness odyssey, with players venturing through rugged terrain as they con- () PIONEER 
fron ecologicai-ariven mysteries. According to Pioneer, the fitle Will draw on Redford § work on behalf of Native Americans. This is one we won't want to miss. Available: Early 1995. For more info call The Art of Entertainment 


COMPUTER PLAYER: Why use the word 
“Hollywood” when you're in 
Manhattan? 

Jamie Levy: Because almost all 
of my artwork originates from 
videotaped television or movies 
(Hollywood’s main business), 
then it’s fed into my Mac, where 
| can manipulate it. Also, a lot of 
my Bay Area friends were brag- 
ging that they were in the heart 
of the next multimedia capital, 
“the new electronic Hollywood.” 
So, just to spite them, | named 
my publishing company 
Electronic Hollywood. 

CP: You have an interesting 
computer setup, tell us about it. 
JL: For starters, I've got a Mac 
660 AV, and | attach my VCR to it 
using an adapter that plugs right 
into my computer. I’ve got a 
SyQuest drive for storing some of 
my animations, and a modem that | 
sometimes use for safe cybersex when 
my boyfriend is on tour. 

CP: What band is he in? 

JL: Bailter Space. They just finished a tour 
opening for Pavement. He has a lot of audio 

equipment that | can use for sampling and sequencing 
sounds and music for my projects. 

CP: | know you’re humble, but could you let our readers 
know a little bit more about your projects? 

JL: There’s my magazine, Electronic Hollywood, which 
is in its third and last issue. Then there’s my disk-based 
novel, Ambulance, which features music from Firehose 
bassist Mike Watt. Also, | did the interactive disk that 
came with Billy Idol’s Cyberpunk album, and a few 
prototypes for MTV. Currently, I'm working for IBM, 
designing interfaces for interactive television. 

CP: Whew! That’s a mouthful! Isn’t it kind of strange 
that someone as hip as you is working for Big Blue? 
JL: IBM is really going through a change of its 
image. Hiring me is indicative of that change. 


CP: What are you doing for IBM? 

JL: Bonehead interface design. In 
other words, accessible intuitive inter- 
faces. Just like your doorknob is an 
interface you use to open a door, but 
you don’t have to know how the 
springs on the inside of the knob 
move when you turn it, my interfaces 
are simple. IBM is letting me go wild 
creatively to design video symbols 
that signify different functions of an 


interactive television interface. 

CP: You’re also teaching at NYU. 
What kind of course is it? 

JL: It's an electronic publishing 
course that helps students build their 
digital portfolio, design interfaces, 
copyright their material and create a 
disk-based interactive project. 

CP: Rumor has it that you have a club 
for your multimedia friends. 

JL: Every other month, | hold meet- 
ings in my loft where our little com- 
munity of cyberpunks get together 


and socialize while showing their 
work. | jokingly call these meetings 
Cyberslacker meetings. 

CP: Okay, so the world wants to 
know. What does this cyberslacker 
eat for breakfast? 

JL: Bagels and cream cheese. 
[Editor’s Note: Jaime is very much 
into listening to music. In fact, she lis- 
tens at such high volumes that she 
has attached a flashing red light to 


her phone (a device usually reserved 
for the hearing impaired) because she 
can’t hear the ring over her stereo.] 
To receive your very own Macintosh 
disk, send cash or check for the 
amount of $7.50 for Electronic 
Hollywood, $15 for the novel 
Ambulance or $10 for the Billy Idol 
pack-in Cyberpunk disk to: 
Electronic Hollywood 

P.O. Box 448 

Prince St. Station 

New York, NY 10012. 


Hey Gamers, 


Are you frustrated every time you get stuck on your i 


favorite games. Don't get mad, get Jo Cheat or/not 


7 els; have unlimited lives 
and money? Look no- 
To not Cheat now! 


Doom, Dracula Unleashed, Dune, Elvira | & 2, Eric The Unready, Flash 


Back, Freddy Pharkas, Gabriel Knight, Goblins 1 &2, Hand of Fate, Inca, : 
Indiana Jones and The Fate Of Atlantis, King Quest 5&6, Kyrandia, Laura § 


Bow 2: The.Dagger of Amon Ra, Leisure Suite Larry 6, Lemmings 1& 2, 
Monkey Island 1&2,Myst, Out Of This World, Police Quest 3&4, Prince of 


Persia2, Pushover, Quest For Glory3, Rebel Assault, Return To Zork, Rise of 


Dragon, Sam& Max Hit The Road, Simon The Sorcerer, Space Quest 4& 5, 
Spear Of Destiny, Star Trek:25th Anniversary, Star Trek: Judgment Rites, 


| | Syndicate, The Incredible Machine, The Lost Files of Sherlock Holmes, The | 


rther,order To Cheat or/not 


Lost Vikings, Ultima 7: Serpent Isle, Veil Of S, in 
wien asked {0 comment on the commanding position Interplay holds on the bundling market, Hirk Green explained. were - many more. 
NOt Striving fo he just the biggest entertaiament software bundler, we also want to be the Dest. That's why we ve chosen . TO ORDER: Send Checks or Money Orders including $3 shipping for U.S., $6 for Ca 
19 Sigh ageeMents with high-quality game makers like, most recently. Accolade for sports games. {t is Kind of odd Mat = MUST add 7.25% sales tax. All Checks must be cleared before shipping, so Money Order 
alt OF this HUNGIING activity iS Coming fom a game developer that is signing agreements with its direct competitors, but it E you time, plus you will get a free shareware with money order. All sales are final, exchanges are for 
seems to be working, = defects only. Sorry, no refunds and C.0.D. You can also order the shareware from us. 


Doom shareware version by Id Software $3 + $1 shipping 
Raptor: Call of the Shadow shareware version by Apogee $3 + $1 shipping 
Square Ware P.O. Box 74237, Davis, CA 95617 
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93 Gremlin Graphics Software Limited. ©1994 Philips Media. All rights reserved. Why the heck are you reading this? Don't you have better things to do than waste good nerve endings on stuff only lawyers are supposed to read? Obviously, you need a Philips CD-i player. 


Burn Cycle 


action video/computer hybrid, you play Soi Cytte, 


this unis been downloaded with a 24-hours-til-yo,)' data thiog 
S uter virus. Coming this fall on CD-i and CD-Rogy Vust , 


comp 


> Your ; 


Gp th You a ov as Ou sk 
D Cb t y aN eee gS Ty) Job i ‘x 10 9° ce 
"8 on op herous ‘. 2 Grumpy little hornhead, wending YOU" een come ote "Minar, Wotic oa waste the mutants and hybrids WN° wat YOO CEG 
4 CD. yrinth of Chaos in search of the mystic idge “foes ie on Expect to be taunted and teas? nario? - 
4nd PC Floppy. (Optional Digital aul Mi. this fall on CD-i. (Optional Digital Video 
— ai 
Litil Divil utant Rampage: Body S\ 


Most of what's on TV can be summed up in one word: lobotomy. Which is why Philips has come 


up with three new exclusive games. All with retina-searing graphics and 
ear-bending sounds. Now that you know this, why just sit there when 
you have 9,462 anxious nerve endings just begging for the controls. 


c-CLD? - i 


For more input on Philips CD-i, transmit a signal from skull to fingers and dial 800.824.2567 
CIRCLE #105 ON READER SERVICE CARD. 


PHILIPS MEDIA 


computer playthings 


newsnet 


Secret >i cture Rewealed 


In the last issue, Computer Player Issue 1.1, we printed one of those annoying; but fun stereograms. In 


the span of one month, our editors have noticed the release of three more books of these images at the 


local bookstore and a weekly “Magic: Eye” in our Sunday newspaper. Could. it be that we covered this 
subject before it became a fad? Don’t let Wired know. And now, the moment you've been waiting for: 


the solution to last month’s stereogram. Can you believe you strained your eyes for this? 


CD-why? Because 
we like it. Yes, 
Philips’ wonder 
machine that one 
infomercial says can 
reveal “the meaning 
of life” has of late 
become a study in 
well-designed hard- 
ware and software. 
If you own a CD-i 


Virtual VCR 


If you're a comic-book collector or reader, then Malibu 
means more to you than surfing, mud slides and fires. 
Publisher of comic books for six years, Malibu Comics has 
begun publishing some of its most popular titles on CD- 
ROM. The first three available are Prime, Hardcase and 
Freex from Malibu’s Ultraverse comic-book microcosm. 
More than just digitized versions of their paper counter- 
parts, CD-ROMIX! uses voices, original music and some 
animation of previously still art. The soundtrack can 
even be played on an audio CD player. 

In addition to the comic book, CD-ROMIX! offers users a 
chance to see and hear interviews with the creators of 


and don’t have the 
optional Digital 
Video add-on, you 
must buy one to 
experience the virtu- 
al-VCR interface that 
accompanies the 
music video and 
movie titles. 

The virtual VCR con- 
trols pop up on the 
bottom of the 
screen at the tap of 
a button, but the 


really cool part is in 
the forward and 
reverse search func- 


tions. When the fast 


Ultraverse. 


Developed by Davidson & Associates, the interactive 
comic books run on DOS-based systems. 

Suggested Retail Price: $24.95 

For More Info Contact: 

Malibu Comics at: 818.878.7400 


forward or rewind The latest toy from Villa Crespo Software company is a morphing program for the PC called MetaMorf. This 
keys are pressed, program enables computer users to create a new image by combining two existing images. The program is 
clear images display surprisingly detailed, giving users the chance to identify key corresponding points of each image to ensure a 


in a slide-show fash- 
ion that represent 
points of the tape 


smooth metamorphosis. 
According to the documentation, MetaMorf gives users “Hollywood's hottest special effects on your comput- 


that run about ten er.” Why any user would need these special effects is up for discussion, but don’t let that bother you, it’s a blast 
seconds apart from to use! | 

each other. With Suggested Retail price: $29.95 For More Info Call: 708.433.0500. 

another tap, the | | 
video seamlessly meat 1? EE ES A ee TL About | Loz [Flas Fagot ST re 1 ae 


begins at the frame 
selected. This is a 
marked improve- 
ment over a stan- 
dard VCR, which 
displays streaky 
lines on the screen 
in search mode. 


Frames | t1¢| 907 314 Speed '<| 66 - > j cars Speed €| O82 


CONT. fook of Adventures and Peter & The Wolf: cartridge games 8.8.1 Baseball ‘94. Kawasaki Super Bike Challenge and Dick Vitale’s “Awesome Baby!” College Hoops: and coin-op releases Primal Rage, Metal Maniax and T-Mek, 
In addition ¥0 ifs oun titles, {Wi will market and distribute for affiliated publishers, including Core Design, Domark Software Ltd and Tsunami Media, 


o 

& 

E 

z Leading Companies in the interactive entertainment industry have formed a new trade association called the Interactive Digital Software Association, ar OSA. Charter members include Acclaim, Rtari Capcom, Crystal Dynamics, Electronic Arts, Honami, Nintendo, Philips, Sega, 
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shelf-burners for february ‘94 


1. SimCity 2000 by Maxis 
. Star Wars Rebel Assauilt* by LucasArts 


. The 7th Guest* by Virgin 

. Leisure Suit Larry Vi by Sierra On-line 
. Police Quest lV by Sierra On-Line 

. X-Wing by LucasArts 


OONRDORWN 


. Microsoft Flight Simulator by Microsoft 


X-Wing Mission Disk #2, B-Wing by LucasArts 


. Wolfenstein 3-D/Spear of Destiny by Formgen 


10. Links-Pebble Beach Course Disk by Access 


11. Master of Orion by MicroProse 
12. SimCity by Maxis 
13. Scenery Disk: USA West by SubLogic 


14. Star Trek: Judgment Rites by Interplay 


15. Links 386 Pro (SVGA version) by Access 


16. Aces Over Europe by Dynamix/Sierra On-Line 


17. Unnecessary Roughness by Accolade 
18. Quest for Glory IV by Sierra On-Line 


19. Microsoft Flight Sim: NY Scenery by Microsoft 
20. Front Page Sports: Football Pro by Dynamix/Sierra 


On-Line 


*Denotes game available on CD-ROM format only 


1. Star Wars Rebel Assault by LucasArts 


2. The 7th Guest by Virgin 

3. Microsoft Encarta by Microsoft 
4. Gabriel Knight by Sierra On-Line 
5. Myst by Brdderbund 


6. The Lawnmower Man by Sales Curve/Sony Electronic 


Publishing 
7. Lands of Lore by Westwood/Virgin 


8. Comanche Maximum Overkill by Nova Logic/Elec- 


tronic Arts 
9. King’s Quest V/ by Sierra On-Line 


10. Star Trek 25th Anniversary by \Interplay 


*Can include both Macintosh and IBM PC versions 


{Hise PILUTS Mew 


Be The fis! order of business for W0SA is te cieate and enforce an acceptable rating system for all interactive 


entertainment prodocts that will help alert consumers about the nature of the content in all software. 

Senior Vice-president of Electronic firts, Jack Heistand, is the acting chairman of \DSA's board. In a recent press 
conference. Heistand stated that ISR was working quickly to establish a ratings system and it will “finalize the 
SusteM aS Soon as possible.” 
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1. SimCity 2000 by Maxis 

2. Myst* by Brgderbund 

3. Chessmaster 3000 by The Software Toolworks 
4. Leisure Suit Larry VI by Sierra On-Line 

5. SimCity by Maxis 

*Denotes game available on CD-ROM format only 


All information taken from PC Data’s Hits List of top- 
selling software for the month of February 1994. List 
is based on units sold by ten retail chains, represent- 
ing over 1,300 stores. For more information, contact 
PC Data at 703.435.1025. 


Doom e Multi-Dimensional © Another Planet and @ Tetris 3D 
Duke Nukem 2 Theif Me with No Beer =e Flight Simulators 


Eternam © Gateworld ¢ Roadwars 2000 ~—e Kiloblaster 
Halloween Harry © Simulations of ¢ Major Stryker 
e Lemmings Risk, Scrabble, 


e Kung Fu Louie Monopoly, Uno 
e Jill ye the Jungle © ° Spear of Destiny ° Hockey © Hugo’s Whodonit 


© Redhook’s e Megatron * Wofenstein 3D =» Baseball 
Revenge © Blake Stone © Galactix PLUS Many, 

e 3D Chess ¢ Monster Bash ¢ Bio Menace Many More 
FREE CATALOG INCLUDING WINDOWS, BUSINESS, UTILITIES, EDUCATION, GRAPHICS 


ADULT SOFTWARE GAMES 
SeXXcapades Girlfriend Pornmania CD-ROM 
The premiere adult board game. ‘The Virtual Woman. Artificial 5 wild adult games. Plus 1200 MB 
Over SMB with 80 VGA movies and Intelligence. She learns your words. of movies on 2 CD-ROMS. 

SOUND. Reg. price $79. Adult versions — 2 girls. Reg. $120. $69 or combine with other 

Sale price $49. Our price $69. CD-ROMS below. 

Porntris Pornpipe — Adult Pipe for Mozaik 

Adult version of Tetris. Reveal WIndows. Reveal hidden movies Unscramble over 45 celebrities in 
hidden movies and pictures as you complete new levels. this adult jigsaw game. 


Porntris, Pornpipe, Mazaik: $35 each or all 3 for $89. 
INTERACTIVE CD-ROM MOVIES: Nightwatch, Seymour Butts, Dream Machine, Doors/Passion. 
CD-ROM MOVIES: SeXXcapades. . . The Movie, King Dong, Sex Games, Too Naughty to Say No. 

All CD-ROMS: $69 each or 3 for $149. 

ADD $4 S/H © 3.5" Or FOREIGN ORDERS ADD $2/DISK © IN PA ADD TAX © MUST STATE AGE OVER 21 YEARS. 
VISA/MC Orders Only: 800-243-1515 Ext. 600PB / 24 HRS / 7 DAYS 
FAX (215) 997-2571 © Or CK/MO to:SeXXy Software, P.0. Box 220., Dept. 600PB, Hatfield, PA 19440 
CIRCLE #106 ON READER SERVICE CARD. 


e Executioners 
e Mystery Manor e Stratsys 


Excerpts from an upcoming CD-i title by Momentum 


New Developments 

Philips recently announced a joint ven- 
ture with R/G A Digital Studios to create 
a new interactive company, Momentum 
Media. Momentum will create game 
and edutainment software for the CD-i 
player with high-quality graphics and 
design. R/G A is a graphic arts agency 
that has served the movie and television 
industry for over 17 years. It was the 
first agency to create graphics on the 
Macintosh that were imported to the 


3sDO news 


3DO in the Arcade 


American Laser Games (ALG) is the first of the 
3D0O arcade licensees to bring the technology 


found in Panasonic’s REAL Interactive 
Multiplayer to the coin-op arcade market. 


Replacing its laser-disc-based hardware with 

3DO’s CD-ROM-based hardware system, ALG 
will be able to offer arcade operators something unique—a total- 
ly modular system that enables them to change games as easily 


as simply replacing CDs. 


In addition to the shooters that ALG is known for, such as Mad 


Power Macintosh line of computers. 


skimming 
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Domark Software in, best bnown for its graphic flight simulations, has produced a strategic war game jet simulation, Flying Nightmares, programmed Specifically for Apple's new 


Domark and Apple have been ihorhing Closely in the development of this new game tile. fll of Apple's new Power Macs feature a bundled CO-AOM disc containing a demonstration of 
The Comark strategic war sim, Fiying Nightmares is distributed by Spectrum HoloByte in the U.S. For more information contact Domark at 83OO.695.GAME. 


Chaos Control. But the most impressive 
show-stopper at the Philips booth was 
the innovative cyberpunk adventure 
game from London’s Trip:Media, Burn: 
Cycle. Look to future issues for more-on 
this groundbreaking cinematic game. 
At ECTS, Philips also announced plans 
to release CD-i versions of the cart hit: 
Flashback and the hot new:project from 
Mirage, Rise of the Robots. 


large and small 
m@ screen. Some of 
its better-known 
visual effects 
include special] 
effects for the © 
movies 
Demolition Man 
and Predator 

®@ and the new 

B® group of 
Campbell’s 
Soup commer- 
cials where the 
words come 
screaming off 
the screen in 


Making Movie Deals 

Philips has signed. deals with 

Paramount, PolyGram and MGM/UA to 
release over 100 of Hollywood’s most 
popular titles, including Fata! Attraction, 
The Crying Game and Wayne’s World... ~ 


bold red and on CD-! over the next three years. 
white. Utilizing.the CD-i’s Digital Video add-on 

module, these movies offer high-quality 
Hot at ECTS images and surround sound. 


Last year at this 
time, the indus- 
try was prepar- 
ing to write a 


Philips Goes Multiplatform 
Riedel Software Productions-will. design 
and develop a software engine that will 


CD-i eulogy. help convert Phitips’ Sidewalk Studio 
ES QE What a differ- CD-i software titles to PC and Mac CD- 
- ence a year ROM platforms. This means we'll see 
makes. At this many of the children’s edutainment 
spring’s titles now available on CD-i migrate to 
European desktop computers. 


Computer Trade Show (ECTS), the 
European trade show covering comput- 
er and video games, the most impres- 
sive booth belonged to Philips. Not only 
did Philips surpass others in square 
footage, but there was substance to the 
flash. This year’s releas@s were on 
show, including Caesar’s World of 
Boxing, Space Ace, Kether, The 7th 
Guest and Hote! Mario. There were also 
interactive unfinished games like the 3- 
D polygonal shooter from Infogrames, 


Dog McCree, plans to release driving, 
fighting and action games are in discus- 
sion. The controls for these other types of 
games, according to ALG, will be “just as 
easily changeable as the CDs.” 
The first game to be offered by ALG on its 
new 3DO system will be Shootout at Old 
Tucson, a shooter set in and around Tucson, Arizona, during the 
days of the Wild West. Other hardware licensees who will even- 
tually have 3DO systems in the arcade include Electronic Arts 
and Atari Games. 
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For Quicker 
Service Call 


Credit card orders only 


YOUR INTERFACE TO 
A DIGITAL 


ENTERTAINMENT 
REALITY! 


Subscribe Now, limited-time offer...the 
price for a year’s subscription to COMPUTER 
PLAYER will increase in the next few months. 


COMPUTER PLAYER IS your guide along the 
vast, high-tech, multimedia electronic 
entertainment highway. Everything 
you'd ever want to know about enter- 
» tainment for your IBM PC, Mac, 3DO 
or CD-i is in the pages of COMPUTER 
PLAYER. From provocative features to 
news and happenings in the industry 
’ to candid opinions of the newest 
games on the market, COMPUTER PLAYER 
is your source for desktop entertainment. 


Or a one-year 
subscription! 
12 issues 


reference\ refa r(t)s, ref-@ -)ra n(t)s\ n 1: the 
act of referring or consulting 2: a bearing on a 
matter 3: something that refers a reader or con- 
sulter to another source of information 4: this 
section of COMPUTER PLAYER 


Dulin 


by Ron 


point of reference 


TIMELINE 
CTU TTT SUIT 


~ 8:30am: Last lifeboat is rescued. — 
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Debuting with this installment, our Point of 
Reference co/umn covers reference soft- 
ware such as interactive encyclope- 4 
dias and documentaries. You won’t he 
find games here, but these titles, 
are definitely entertaining. This £ 
month, we take a look at twof= 
titles that deal with tragic e 
moments in history. i 


A CD-ROM to Remember [77 
At first, | was a little dis-| 
mayed: a whole program] 
devoted to the sinking of the 
Titanic? Expecting anothery 
dry reference title about a\ 
subject | didn’t care all that\ 
much about (we get quite a} 
few of those here), | imagined 
would pop the thing in, play 
around with it a little bit and then 2 
never think twice about it. But | was We 
more than a little surprised at how\, 
enthralled | was by Titanic for the 
Philips CD-i. 

Intriguing and informative, Titanic is effec- 
tive on both an emotional and an intellectu- 
al level. This is more than partially due to 
Patrick Stewart’s gripping narration. With 
his distinctively resounding voice—possibly 
the most powerful since Orson Welles’—he 
presents the sentimentality without being 
sappy and the information/facts without 
being dry. 

Titanic follows the history of the ship from 
its inception until the eventual discovery of 
its remains in 1985. All information is ac- 
cessible from several different menus, 
either in long, detailed documentary-style 
slide shows or in short descriptions of spe- 
cific events. Also included are histories of 
the Titanic’s lesser-known sister ships, the 
Olympic and the Britannic, whose careers 
were not as notorious but were equally as 
interesting. 

One of the best features is the inclusion of 
time lines, from which you can access any 
section of the Titanic’s involved history, 


\Dining Saloon” 


Rae sc er 


_—_ includ- 

~ ing a separate 
time line that is a highly detailed, moment- 
by-moment description of the disaster and 
the events immediately surrounding it. 
These time lines act as a sort of index, al- 
lowing immediate access to specific areas 
and eliminating the need to repeatedly sit 
through every presentation. 
Video clips are strewn throughout, both 
older, period footage and recent footage of 
the wreckage. Informative interviews with 
survivors of the disaster and Walter Lord, 
the author of A Night to Remember, are also 
presented in video form. 
What makes Titanic so enthralling, howev- 
er, is not the depth of its knowledge, 
although this is certainly an important 
aspect. The real impact of this disc comes 
from its ability to make you realize what a 
great human tragedy the fate of the Titanic 
really was. 
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And while that may seem like a cliché, for 
someone like myself who was born more 
than half a century after the disaster, the 
legend of the Titanic has become almost a 
myth. | was surprised to find myself so 
interested in a subject that | had previously 
only associated with /n Search Of... and bad 
‘70s disaster films. And this was not only 
true for myself. Everyone who happened by 
while it was playing pulled up a chair and 
watched. | moved from section to section 
without stopping, almost frustrated by the 
interruption of the menu screen's appear- 
ance at the end of each chapter. 

As with the best documentaries, Titanic will 
completely involve you and leave you feel- 
ing emotionally drained. And the best part 
is that, because of the interactive capabili- 
ties, you will find hours of enjoyment after 


the initial impact has subsided. A deeply and 
profoundly moving presentation. 

For further information contact: 

Philips Media 

11111 Santa Monica Blvd. 

Los Angeles, CA 90025 

Phone: 800.824.2567 


Investigating the Conspiracy Theory 

Bringing tragedy a little closer to home, 
Medio Multimedia’s The JFK Assassination: 
A Visual Investigation investigates the 
events and possible cover-up surrounding 


one of the darkest days in American history. 
With an extensive library of photographs 
and biographies, The JFK Assassination fol- 
lows every thread of evidence available. 
From Oswald's possible CIA connections to 
Kennedy's mafia ties, from the suspicious 
planning of the motorcade route to the 
extremely confusing autopsy reports, the 
many layers of mystery that surround the 
event are explored and_ investigated. 
Computer-generated simulations provide 
analyses of several different trajectory theo- 
ries, including the findings of the Warren 
Commission, the House Select Committee 
and innumerable conspiracy theories. 

JFK is complete in its use of sources: Both 
the texts and the films used for the presen- 
tation are available for perusal. Four differ- 
ent films of the Dallas motorcade are avail- 
able, including, of course, the famous 
Abraham Zapruder film. Unfortunately 
missing, however, is the notorious film of 
Oswald’s death at the hands of Jack Ruby, 
which may have forever sealed the true 
story in mystery. In addition to these films, 
two complete books and selected volumes 
of the Warren Commission Report are avail- 
able to the user. 

| found JFK’s encyclopedia-like format very 
enjoyable and easy to use. From any sec- 
tion, you are able to cross-reference other 
information by simply clicking on highlight- 
ed words in the body of text. It would have 
helped to have a good copy editor, but, with 
the exception of a few typos, The JFK 
Assassination is an informative, well-made 
presentation. And while it shines no new 
light on this well-trod subject, it makes the 
most of the CD-ROM format to investigate a 
subject that will, unfortunately, not be 
resolved any time soon. 

For further information contact: 

Medio Multimedia Inc. 

2703 152nd Ave, NE 

Redmond, WA 98052 

Phone: 206.867.5500 
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MMM Cheat mode! 


by Danny Han and Kevin McCann 
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Comanche: 
Maximum Overkill 


The Lost Vikings 


Star Control II 
Ultima VIII: Pagan 
World of Xeen 
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ee 
Uitima VIII: Pagan 
e 
Origin for IBM PC 


Record and Play Back Games : TRGB EE 

It's not a particularly as “comand © SGAMES\NULTIMAS>u8 —record 
nonetheless. Type U8 to load the game as nor- 
mal, but add the string-record to record your 
game. To play back the recorded demo, type U8 D:N\GAMESNULTIMAG>u8 —playback 
-playback. (Please note that Origin games have | $ 
been known to function improperly when certain 
command line cheats have been used. Use this one 
at your own risk.) 


Hidden Quotes Option 


To access the hidden quotes option from the 
main menu, first click on CREDITS and watch the 
entire sequence (it will run about five minutes). 
When it’s finished, the word QUOTES will appear in 
the book menu. 


Special Weapon: Slayer 

A special weapon called Slayer can be 
found in a cavernous area just east of 
Tenebrae. Exit the city interior (where the 
palace is located) by its eastern gate and con- 
tinue eastward until you reach the second exit. 
Go through the exit and look for the area that 
corresponds to the accompanying photo. 

Fall through the opening in the ground and 
then make your way west and north until you 
reach the under- 
ground lake with 
stepping stones 
(pictured here). 

Walk across 
and continue until 
you find a set of 
doors. Rather than 
Opening the door, 
however, jump up 
and grab the ledge 
above and make 
your way to 
Slayer, lying on 
the altar. 


Foil Traps, 


Skeletons and Ghouls 

Hugging walls in areas with fall-away 
floors, skeletons and ghouls will do two 
things: keep you safe from fall-away floors 
and prevent skeletons and ghouls from 
awakening. 


Increase Attributes 
You can easily increase 
both Strength and Dexterity 
simply by attacking the many 
chests strewn about the game. 


World of Xeen 


New World Computing for IBM PC 


Portal Cheats 

At any portal, typing I lost it will instantly give the party the 
special sword, Xeen Slayer. 

To reach the secret city of Shangri-La, type Shangri-La at 
any portal in Clouds of Xeen. 


To view the endgame sequence for Clouds of Xeen, type 
Showtime. 


To view the endgame sequence for Darkside of Xeen, type 
Showdown. 

To view the endgame sequence for World of Xeen, type 
Genesis. 

Typing Count Du Money at any portal in Clouds of Xeen 
will transport you to one of the treasure rooms located in the 


Dragon Cave. Don’t plan on visiting this location unless you 
have a way of getting out. 


Transporter Tips 

The spell Lloyd’s Beacon is probably the most useful spell in 
the game. Each character in the party can set a different bea- 
con, giving the party up to six possible beacon locations. Even 


non-spell-casters can set locations simply by using an item 
charged with the Lloyd’s Beacon spell. 


Comanche: 
Maximum Overkill 


Cheat Menu 


To access the hidden cheat menu, type Kyle (after Kyle Freeman, program- 
mer and designer) while holding down the Backspace key on the keyboard. 
Also, in order for this cheat to work, you must have the menu selected while typ- 
ing it in. Now you can instantly reload all weapons or repair all damage just by 
calling up the menu and selecting the cheat submenu. 


Star Control Il 


Accolade for IBM PC | 


Rainbow World Locations 

Visiting a Rainbow World for the first time will net you a siz- 
able amount of credits. Listed is the location of each Rainbow 
World, starting with the closest to Sol System and moving pro- 
gressively further: 


Zeta Sextantis Epsilon Lipi 
Gamma Kepler Alpha Andromedae 
Beta Pegasi Beta Leporis 
Epsilon Draconis Gamma Aquarii 
Gamma Reticuli Groombridge 
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continued from page 21 
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Arena 


Maximum Attributes 

If you could have your mage possess the 
physique of Schwarzenegger, the mind of 
Einstein and a bit o’ the luck o’ the Irish, would 
you refuse? Well, now for an unlimited time 
only, Arena’s SpellMaker makes it possible for 
mages to outleap acrobats while throwing a per- 
fect fireball. 

Simply take your mage shopping at the near- 
est Mages’ Guild and select SpellMaker to create 
a New Spell. Click on Effects and choose Fortify 
Attribute. Now select the attribute you would 
like to modify. 

Increase that attribute by however many points you need to reach 100%. If you go overboard, 
keep in mind that the mage can’t have more than 100%, period; so you'll just be making a more 
expensive spell for no good reason. 

Under duration, choose between 50 and 70 rounds per level. Then take the Rate of Release to 
ten points per one round, which will subsequently make 
the spell considerably more affordable. Finally, just give 
a name to your new fortify attribute spell. 

Now all you need to do is repeat the process for the 
| remaining seven attributes and you'll be set to inflict 
Portify Attribute fate! fiasnce : es major damage while charming the socks off your 

: ee stunned enemies. 

A third-level mage can easily cast these spells with- 
out draining all of his power. And, as your mage 
advances in level, the spells take significantly less of the 
mage’s overall spell points, while dramatically increas- 

: ing in duration. 

Sask Cast-160 \ 7 You'll discover at higher levels your mage can sleep 
: ; : for numerous hours and still have the attributes fortified 
when he awakens. That's right, you not only wake up 
feeling refreshed, but looking pretty sharp as well. You 
won't want to pass these spells by, for they’re definite 
bargains—both monetarily and powerwise. 


The Lost Vikin 


Interplay for IBM PC 
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Special Password Option 

During the startup of the game, select the password 
option and enter MOMY. Note that the 0 in MOMY is a 
zero and not a letter. This password will allow you to 
advance forward one password screen by pressing F6, or 
to go back one password screen by pressing F5. 


PE&SSHORD 


MONY 
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All companies and product names mentioned are trademarks or registefed trade 
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This game is not for the faint-hearted. Contains 
violence and some material inappropriate for minors. 


NOT RECOMMENDED FOR PLAYERS UNDER 13. 


ae 


of the respective owners. 
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Give Your Joystick 
a Thrill. 


n the early 21st century, staged fight- 
ing has become a lucrative profession for 
female hardbodies, with dozens of legal 
arenas in the city. But for the leanest, 
meanest warriors, the real money comes 
from the illegal bouts held outside 


the city. It’s the hottest day of the 
summer and you’re baking inside 
a dilapidated warehouse. You — 


and your opponent — wear the latest 
in MECHA armor. The best fighting 
armor in the world. 


This won’t be any picnic. With the 
intense heat and action, you'll both end 
up in less than full body dress. 


It's dream babes in heavy armor battling for — 
prize money — action packed, arcade style 
fun for your PC. But be warned — with its 
intense violence and voluptuous women, 
Metal & Lace: Battle Of The Robo Babes is for 
mature audiences only. And not for the faint 
hearted. Available now at your nearest dealer or 
call 1-800-258-MEGA. Or write Megatech, 
P.O. Box 11433, Torrance, CA 90510. Visa, 
Mastercard, checks accepted. 


System requirements: 286-20 or faster machine 
(386 recommended) with 640K RAM, hard disk, 
joystick recommended. Operating Sys.: MS DOS 
3.3 or above, Windows 3.1. Graphics compatible 
with VGA. Sound support: Sound Blaster, Sound 
Blaster Pro, Thunder Board, Pro Audio Spectrum , 
Adlib Gold and Speed Master. 
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Debug Mode for Version 2.0 or greater 


Apogee's latest Wolfenstein 3-D incarnation has a built-in debug MAPHEAD BS1 834 
mode that can be activated by typing BSTONE POWERBALL at the MAPTEMP BS! 38786 
MS-DOS prompt. When the JAM logo appears, hold down both plat bag REN ds sb bbls 
Shift keys until you hear a metallic ringing sound signaling that UGADICT S14 1924 
debug mode has been activated. If you don’t get it, reload and try UGAGRAPH BS1 623655 


again. Now, hold the Backspace key and press any one of the fol- UGAHEAD B 633 
j i : . . SWAP 1996808 
lowing letters to activate various in-game cheats during game play: : 1936808 


298803 
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Enter map number: 2 
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You have the POWER. In this contest you don't rely on the luck-of-the 
draw. You determine if you win or not. You win by outscoring others in a game of 
skill. Can you solve the puzzle below? Then you have what it takes. It looks simple, 
but it's only the start. Each of five more puzzles gets a little harder. But this time it's 
all up to you. Stay in to the end with the highest score and the gear is yours. 
With whatever options you want. Do you have what it takes? Then play to win! 


Video Game Contest. Play on the high-tech cutting edge with this line-up: 
Super NES with Super Scope, Sega Genesis with CD-ROM and Menacer, 
Panasonic 3D0 and Atari Jaguar (not shown). Get all four or trade the ones you 
don't want for CASH! Bonus options include: Sega Virtual Reality Helmet, 
33” monitor, $1,000 in games, cash, accessories and more! 


Media Rig Contest. The Ultimate Gaming Environment, 40 inch monitor, 


WORD LIST and LETTER CODE cha 


rt 

G WINGS.....P STORM 
M DREAM 

METER TURBO 


RANGE ....A TOWER 


MYSTERY WORD CLUE: WORLD RULERS HAVE IT, IT COMES OUT OF AN 
OUTLET AND IN THIS CONTEST YOU HAVE IT! 


CIRCLE #111 ON 


9390. YIDEDM IRE 
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POWER 


130 watt receiver w/ Dolby Pro Logic Surround Sound, Infinity speakers, subwoofer, 
CD player, graphic EQ, dual cassette and laser disc. This rig will blow you away 
(literally!)!! You'll not only see but feel it too! 


Directions. Fill in the Mystery Word Grid with words going across that spell 
out the Mystery Word down the side. Hint: use the Mystery Word Clue. 


In the future. There will be four more puzzles at $2.00 each and one tie- 
breaker at $1.00 which will be sent to you by mail. You will have 3 weeks to solve 
each puzzle. We don't know how many will play but typically 61% will have the 
highest score possible score to Phase I, 43% to Phase Il, 36% to Phase Ill, and 32% 
to Phase IV. The tie-breaker determines the winner. If players are still tied they will 


each receive the grand prize they are playing for. 


ENTER ME TODAY, HERE'S MY ENTRY FEE: 


[| ($3.00) Video Game Contest 
[_] ($3.00) Media Rig Contest 
[] ($5.00) SPECIAL! Enter Both (SAVE $1.00) 


Yes! 


Name 


State Zip 


Address 

City 

- SEND CASH, M.O., OR CHECK TO: 
PANDEMONIUM, P.O. BOX 26247 

MINNEAPOLIS, MN 55426-0247 


VOID WHERE PROHIBITED * ENTRY DEADLINE: POSTMARKED BY JULY 30TH, 1994 * ENTRY FEE MUST BE INCLUDED 

Only one entry per person. Employees of Pandemonium, Inc. and its suppliers are ineligible. Judges decisions are final. 
Where judges are in error the sponsor's liability is limited to the amount of entry fees paid. Not responsible for lost, delayed 
or stolen mail. Open to residents of the U.S., its territories and Canada. You can request Winners List and Official Rules by 


OZ WW ONV dI19 


writing Pandemonium, Inc. 7202 Washington Ave. S., Eden Prairie, MN 55344. Merchandise names and models are 
trademarks of their respective companies who have no affiliation with this contest. © 1994 Pandemonium, Inc. 
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photography by 
ready to strike back— 
llona Lieberman : 
the Empire on its sider 
people from Peregrine Software and 
LucasArts who together have created a 
stunning 3-D sim experience. You’ll hap- 


Q pily join the ranks in TIE Fighter and 


bring order to the Star Wars galaxy. 


[Recommended reading method: Random Access] 
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President of 
Peregrine Software 


and Programmer/ 


N 
| started working with LucasArts back in 1986 as an 

on TIE Fighter with independent developer. As | built these projects, they 
began to get more grandiose in design and in numbers 
of people involved, so | started working with a lot of 


Ed Kilham other independent contractors. Just recently we incor- 
porated as Peregrine Software, but most of us have 


been working together for many years. R L  @) WwW U ze R & A L G @] oO D 


The explosions in the game help draw out the sweet- 
ness of defeating the enemy, and the explosions are 
S T A R Ww A R S M E M o R i 2 S unique and different every time. This is a core funda- 
mental element of our simulation games. The openness 
of simulations has always drawn me to that genre—it 
has more playability. | can actually build games that | can 
play. If you build an adventure game, you already know 


the answers to the puzzles, so it’s no fun for the creator 
to play. 


Co-Project Leader BACKGRO U 


a 


The first sci-fi movie that really thrilled me in the way 
that it thought about doing special effects was 2001, not 
Star Wars. But Star Wars really tried to achieve an inten- 
sity of the first-person perspective, which is something | 
always try to achieve in my games. If | see someone 
ducking and bobbing when they’re playing one of my 
games, | know I’ve been successful. 


A LONG TIME AGO... 
D © | G F t G H T M o D E The Star Wars universe has this incredible expandability 


from the three movies that George made. We can draw 
from these already established stories and characters 
and also create surprises by introducing new ships and 
characters. Chronologically, TIE Fighter picks up where 
the game B-Wing ended. It actually takes place right after 
the events at the beginning of the second movie, The 
Empire Strikes Back. 


My past four years of experience has been building 
World War Il combat simulations. When George Lucas 
was doing research for the Star Wars, he studied footage 
of World War Il planes. If you look at the movies, all 
the action takes place close in—in dogfight mode. But if 
you look at modern air combat it all happens long- 
range—like five to ten miles apart. TIE Fighter is a prod- 
uct of a lot of people’s work. At the programming level, 


there are three people who develop the final code— 9 
Peter, Ed and myself. | do all of the programming for the r T Ss F ie N T Oo B E B A D 


artificial intelligence that triggers the behavior of all of lt was harder doing X-Wing because we had so many 
the craft and the objects in the game. Peter renders all “save-the-day” missions, but TIE Fighter was more fun, 
of the ships and has to worry about how it will look at more devious. There is a texture of possibilities to 
certain angles and distances. | also work on how the explore and nuances of a power struggle. It’s a lot more 


instruments on the panel work. complex. 


THE GAME DESIGNERS 


Programmer/ 


* 


Co-Project Leader 


on TIE Fighter 


with Larry Holland 


JOB DESCRIPTION 


There are two parts to the game, the flight engine and 
the front end. | work on the front end, and | manage 
the team that brings the art, the sound effects and music 
together, and | design the system that allows the cine- 
matic elements to run. | basically do all the programming 
to bring all that together. | call it a cinematic engine with 
interface. 


WORK TOGETHER 


| think what’s exciting with TIE Fighter is that we’re 
beginning to approach a sense of role-playing in a 
strategy game where we really didn’t have that before. 
When you get into this game, we're really beginning to 
integrate a sense that you’re in control of a real three- 
dimensional space—you’re making strategic decisions on 
the fly, but you feel as if you’re part of a group. We’re 
getting this sense with radio messages, with people 
doing things elsewhere and communicating to you, let- 
ting you feel as if you are this individual and there are 
real people out there and you're setting the pace of 
what’s happening. 


STAR WARS MEMORIES 


| used to watch a late-night horror show called Creature 
Feature, and they ran commercials for Star Wars and | 
used to sketch a lot and | started sketching that com- 
mercial. | sketched the Millennium Falcon. When | saw 
the movie, | realized there was something there that 
was completely new and unique and | waited in huge 
lines. It affected me profoundly. When The Empire Strikes 
Back came out, | was going to high school and had half- 
days, and | used to get off the bus at about noon, run all 
the way around the piers to where it was playing and 
run into the theater right when it started. | was out of 
breath, sat in the front row of an empty theater and had 
the Star Destroyer come over me. It was a physical 
experience—it was very intense. 


EXPANDING UNIVERSE 


As you explore the Star Wars universe, it’s as if every 
element were a starting point for new ideas. | think 
what's exciting right now is we're seeing a lot of new 
books and material where people are not staying rigidly 
within the idea of what the movies were, they're begin- 
ning to play with what the nature of that universe is. 
Actors say they enjoy playing the villain because they 
can just go wild, and that’s a little bit of what this game 
is about. The opportunity to figure out how someone 
who's sinister would do things. And it’s fun to play with 
that stuff. 
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@ KALANI STREICHER 
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men 


Producer 


JOB DESCRIPTION 


As a producer, | make sure that the projects are of high 
quality, on schedule, on budget, etc. As a project 
leader, | make sure that the game designs fit within the 
Star Wars universe. 


STAR WARS 


The first time | saw the movie, | was blown away! | saw 
it in German, but then, when | saw it in English, | 
thought it was even cooler! 


BACKGROUND 


California is kind of a creative magnet, so | always want- 
ed to be here. When Lucas was looking for a translator 
of their stuff into German, | was in the right place at the 
right time. 


THE SECRET 


TIE Fighter takes X-Wing to a new level in game play, 
story and missions. At first, we were thinking that peo- 
ple may be afraid to fly with the Empire. But we wanted 
to create a feeling that players were a part of this mili- 
tary machine that wasn’t always necessarily evil. Instead, 
your mission is to bring order to the galaxy, but you 
have the option of also joining the “Secret Society,” 
which is represented in the game by a mysterious dark 
figure in a cloak. There are several stories going on at 
one time. LucasArts is all about story; we want to 
emphasize that using cool technology. 

It's like you are walking on a tightrope and, at any 
moment, you will be in a torture chamber with Darth 
or winning a medal for your skill as a fighter pilot. 


MEMORIES 


SOCIETY 
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Your name sounds like it was taken from an action film. [In 
our manliest, James Bond-voice] Streicher, Kalani Streicher. 
Kalani is a Hawaiian name—my mother is from Hawaii, 
my dad is German, and that’s where Streicher comes 
from. Kalani is a popular name in Hawaii, it’s not so 
uncommon. Speaking of names, we sometimes have 
whole sessions where we try to come up with names 
for planets and other Star Wars universe things. We like 
to use the movies and books whenever we can so that 
a player who has seen the movie or read the book can 
relate to a specific part of the game. Can you defect in 
TIE Fighter to the Rebel Alliance? No. But it would be 
nice. TIE Fighter will allow you to resurrect your pilot, a 
feature not available in X-Wing. That way, you don't 
have to clone (or copy) your pilots, which is what a lot 
of people did with their favorite pilots in X-Wing. In TIE 
Fighter, can you play the same missions from X-Wing, only 
from the other side? No, the technology has advanced 
from one game to the other, so it would look and play 
differently. But it is a good idea.... 


Qk A 


THE SECRET SOCIETY 


Listen to the cloaked figure; he is your link with the 
Secret Society. Basically, you have two choices: do your 
job by completing your primary mission goals or delve 


into the dark side by completing secondary secret mis- 


sions for the Society, 
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THE ARTISTS 


Computer 
Computer 

Graphic 
Graphic 

Artist, 
Artist 

Certified 

Star Wars 

Freak 


JOB DESCRIPTION JOB DESCRIPTION 


| create a lot of the interface art and some of the “cut” 


| take 3-D models that some of the guys create here and 
scenes along with Martin Cameron and Jon Knoles. 


| use those models in scenes. | also design scenes based 

Ww re) R K ti oO D E on some of the Star Wars literature, like the Timothy 
Zahn books. For instance, the Imperial Palace [pictured on 

; our cover] was designed from Zahn’s description. 

We have meetings and talk about what we need for the ] S P 


game as a whole. The next step is sketches. Everything e N T ae a EAN A V Y 


must be accurate within the Star Wars universe. If some- 


thing looks like it’s not working, then we have to modify In the game itself, the point is not to be as evil as you 
it. And, of course, sometimes there’s some disagreement want to be, but to be the best pilot for the Imperial 
as to what direction it goes. Navy. Luke could have easily been one of these pilots; 


Han Solo was one. To join the Academy meant you were 


we R ql Zz i D PP oO Ss Ss E- Ss Ss 5 re) Ped going to be in the Imperial Navy. 
Spaceship model from Earth Versus the Flying Saucers (not S T A R Ww A R S M E M Oo R i E S 


sstantle 
an original) My birthday was May 22, and, on May 25, 1977, part of 


S T A R Ww A R S we E poe Oo R i E S my birthday present was to go see Star Wars with my 
dad. | was blown away from the opening scene on. My 

jaw was on the floor. | was so taken by the incredible 

visual effects that | didn’t even pay attention to the story 


Ss T R oO K E oO a B R | L L f A ihe Cc a line. | just remember all these lasers, and that a guy 


named Han Solo was really cool. It was like cowboys in 
space. At home, | constantly drew the characters and 
ships that | saw. | had always wanted to draw spaceships, 
but | didn’t know what they looked like until | saw them 
in the movie. | even started building ships from Leggos. | 
| A R T i ih Cc was a freak! When | got older, like around ten, the deep- 
er themes of the movie began to hit me. At about the 
time | became interested in girls, my movie hero, Han, 
was flirting with Princess Leia. 

After the second movie, there were so many rumors 
about what would happen to Han Solo—like Boba Fett 
was Han’s brother, and they would shoot Jabba and 
make off with the money. There were also rumors that 
Han was going to die. It was more than just a movie; we 
all had Star Wars underwear! 

Some kids like Star Wars today, but they’re not any more 
into it than | was into Hop-along Cassidy, my dad’s hero. 
If you look at people in their 20s, we don’t have any 
political heroes. What we do have is this big batch of fan- 
tasy that came from George Lucas. Everyone wants to 


J © ] B DE S Cc R q Pp T " oO mE hang onto Star Wars. 


| do a lot of ship design, like the Assault Gunboat. HOW MA N Y TIM ES HAVE 
STAR WARS MEMORIES yoy cseEN STAR WARS? 


It was a Saturday morning in 1977. | was working day 
shift in the Century Theaters in Sacramento and | signed 
for the original trailer when they delivered it. | was 
working as an usher at the time. | went up into the pro- 
jection room with the projectionist and he loaded it 
up—we were both science-fiction nuts. We looked at 
each other and said, “This is going to either be really 
good or it’s really gonna suck!” | actually didn’t see it 66 It 


until six months after it opened because of the lines. And was mm © re th than, 

then | went and saw it and said to myself, “I want to go f 

work for this guy!” Working for these people has been a jus tgr 8 eC; W a 

dream for me, and it’s been uphill ever since then. ars un Si i= 
Wear _it KNOLES 


| stood in line the first day for all three movies. 


If you look at it from the proper perspective, the Empire 
is bringing order to the galaxy. 


Computer 


Graphic 


Artist 


When Star Wars came out, | saw it a lot of times. It was 
“the thing” to do every weekend. Once | got it on 
video...well, let’s just say I’ve seen it at least 50 times. 
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PETER Lin C R O F T 


Programmer 


JOB DESCRIPTION 


| do the 3-D flight engine programming and various other 


programming tasks. I’ve been working on the sound Ss T A R WwW A R Ss M r tna oO R “ + Ss 


effects, the stereo pan. You know, when you hear an 


explosion on your left, then you turn your ship in that | saw Star Wars so many times that | can’t put a number to 
direction and you'll see it. Basically, | use a text editor. it. | saw the movie as many times as | could scrounge up 


It’s like a word processor; you edit text and you write the money and get someone to drive me to the theater. 
text in computer language. Generally, | use C, and some- 


times | use assembly language, which makes it run and do 


things and draw graphics and make sound effects and all W e A T D  @ ) t Ss 8 T T A K e 

kinds of fun stuff. The most common thing is an “if” 

statement, which basically checks a condition and only T 0] B E b P R oO G R A M M E R ? 
executes these instructions “if” that condition is true. 
For example, for each craft, check to see if any of the 
lasers have collided with it. If a laser did collide with a 


ship, then cause damage to the ship, and if the damage 
reaches a critical point, then blow the ship up. 


You gotta have the love! It takes a lot of patience, 
because you need to do so many little things in order to 
get even the smallest feedback from the computer. It’s 
very tedious, but it’s also very rewarding. 
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DAVE MAXWE & DAVID WESSMAN 


TRE 


MISSION 


BUILDERS 


JOB DESCRIPTION 


Build the complex missions in both X-Wing and TIE 
Fighter. [Editor's Note: Make players’ lives hell by setting 
parameters for impossible missions. There must be a sadistic 
streak in these two.] 


Ss I M - P E O© P LE USE THE FORCE 


Unfortunately, for a lot of people, dogfighting skills are 
something that require time to develop, and a lot of peo- 
ple get frustrated and don’t want to spend the time to 
do it. Sometimes we forget the fact that we're doing this 
eight hours a day. We've addressed that with TIE Fighter 
by putting in multi-difficulty levels—you'll be able to 
select easy, medium or hard at the beginning of each mis- 


BU I L_Di N G MIS SIO NS sion. You can also call for reinforcements at any point in 


the mission. 


When you actually get into the game and lift off and start Cc A R re - R Oo he at  @) R T U hg | T 4 & Ss 


flying, that’s where Dave and | take over. We try to take 

blank space and make you feel like you're in this world. We try to present this as a career military decision. You 
decided you wanted to be in the Imperial Navy for the 
adventure of it, restoring law and order to a chaotic 


4 E L re) T WwW i Ni G S galaxy. And Emperor Palpatine is a “good guy” because 


the old Imperial Senate was corrupt and he got rid of 


We were not major flight simulator people before we got 
into it at Lucas as testers. But, on X-Wing, the concept was 
the player was going to be the key person in these encoun- 
ters. We went a little overboard in making sure that was 
the case, that you couldn't just fly into the mission and 
have your wingman take care of it—you had to do it. 


Dave and | fly completely differently in X-Wing. We have them. We drew on some of the analogies with World 
very different styles. This is one of the things that con- War Il Imperial Japan and Germany and the Soviet mili- 
fused us with some of these reports about impossible tary bureaucracy and our own military bureaucracy. It’s 
missions—we don’t fly the same way at all, and if we not just a job...it’s a cutthroat competition with your 
don't have any trouble, what’s the problem? brother officers to get promoted! [laughs] 
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TAMLY NN BARR ABBIBARBARA GLEASON 


THE MARKETING 


Product Marketing 


JOB DESCRIPTIONS Manager 
TAPEHEADS Record the voices, hire the voice talent 

TAMLYNN’S JOB We're really a team. If you think of a 
Voice Producer small film production and all of the things that have to be 


done logistically, technically, production and postproduction, 

we do all of that. Khris and | share these responsibilities. 
Voice Production Assistant KHRIS’ JOB Tamlynn is the director; she is the cre- 

ative one. | do stuff like writing the scripts, organizing the 


talent, etc.... J oO B | E 
FIGHT TO THE DARTH 


SCRIPTION 


| am sort of like an assertive nag. I’m the liaison between 


the devel h 
With TIE Fighter, we had to find a believable-sounding 2 oh ore ween apd the lial sabieig el aieag of 
Carly Wadler anand Han Mews, ndkneamt et hue oeiae product marketing strategy and positioning. | interact 
h 4 ¢ h W ie had with every group involved in making the product, and | 
. pene nie bins nat et ome oath sn pee make sure that all the details, including the box and man- 
o have Darth’s voice e twice s r ; ' 

Is, get leted on time. With TIE Fighter, th . 
had a natural Darth sound, could get the right cadence. ai ae on te tn: an, Sak sao 
Silesia vile teins sua ansembcan sanitised ition tnrom: Pinas “Tis tioning isn’t the “evil” approach—that’s not the intent of 
rises cements = uate aici hints. aaa ok och the product. Instead, you’re empathizing with the Empire 
tea cite) od piers pene inate eoelvedieieent as a young recruit bringing law and order. | convey that 
helped us design the sound to make it just right. If you Seat IGT TN AE ISRINNG, AN SITTIN, 


think back to the silent film era, you can see the way it 
progressed into the talkie era. That's what's happening Ss T A R WAR S M E M Oo R IE S 
with games right now. _ 


“ 


| was working at Disneyland during the summer when | 
saw Star Wars for the first time. | was so excited that | 
even bought the disco version of the soundtrack! 


MARK CARTWRIGHT 


THE GAME TESTER 


Quality Assurance 
Supervisor 


THE MUSIC TEAM 


Composer, Sound 


a JOB DESCRIPTION 


| test computer games, and I’m in charge of a group of 
people who are also testers. [Editor's Note: Plays games all 
day long and gets paid! Darth Vader should kill this guy.] 


THE OBVIOUS QUESTION 


How did you get a job like this? Were you really good at 
games? | spent my fair share of time in front of an Atari 


Rey U Ss ii C A L J et L re) LS re] p tes Y and throwing quarters into arcade machines, but | wasn’t 


unusually adept at them. 


The theme to TIE Fighter is like the Darth Vader theme Ss T A HK WwW A a4 Ss M tal aa | oO R 3 a Ss 


upside down. The inspiration for the musical score was 


Sound Department 


Manager 


Composer, Software 


Designer 


that we wanted to have a theme that afforded some pos- After seeing Star Wars, all | was interested in was the 
itive aspect of the Empire. We were thinking sort of a movie and anything having to do with the movie, such as 
patriotic theme with an Eastern Bloc undertone. the action figures and model spaceships. | met my best 


friend in elementary school because we had a common 

ey re) WwW D re) E AS ij T Ww re) R K ? interest in Star Wars. | saw him drawing sketches of X- 
wings one day and struck up a conversation. He went on 

Larry distills a list of parameters into a finite number of to be my closest friend all the way through high school. 


moods and emotions, and we assign certain musical seg- WwW Oo ie K ie Oo D E 


ments to those moods. So, when you are playing, you'll 


notice that the music changes in accord with the action. The problem with the PC industry is incompatibility. If | have 
We use a Mac-based MIDI sequencing programming. At ten testers, and a game doesn’t work on one machine, that’s 
any point, there are a number of tracks that are playing. 10% of the people. We can’t release a product like that. It’s 
By turning on or off, say a trumpet part, so the piece of my job to make sure that doesn’t happen. 


music sounds different. 


PLAYING GAMES 


The best way to play TIE Fighter is hook it up to your stereo if 

you can, get a comfortable chair, turn the lights out and use a 

good joystick. 

OUR GRATITUDE IS EXTENDED 

We would like to thank two fabulous women with the easiest jobs in the 


world—public relations for LucasArts. For making this story possible and 


putting up with us, we thank Sue Seserman and Camela Boswell. May the 


Force be with them. 
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What’s Happening in Europe: 


Roundu 


of the Sprin 


"94 


European Computer Trade Show 


j oulmight be saying, “Who cares what's going on in 
Europe; it doesn’t really affect us.” But if you look a lit- 
tle closer, you'll find that some European-based soft- 
wadre houses are making major contributions that you 
might have otherwise shrugged off. The European — 
Computer Trade Show (ECTS) is held twice a year in 
London (spring and fall) to showcase new software 


is exclusively for members of the computer- and video-game indus- 
try, So, when you attend, you don’t have to spend time weeding 
out the cellular phone and VCR manufacturers from the compa- 
nies you want to'visit. You also do a hell of a lot less walking than at 
the CES. 

There was plenty to be shown on the show floor, from both 
American- and European- based software companies. Several of 
the American companies showed titles that will be unveiled at the 
Summer CES, so you’ re seeing it here in Computer PLAYER before any- 
one else, 

Unfortunately, we won't be able to show you everything that we 
saw, but here’s g glimpse of some of the games that you could be 
seeing down the road a few months. 


Space Fedreration 
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by Mike Davila. 


releases. Unlike our Consumer Electronics Show, ECTS. 


Sabet eel sera rips re 


| Battle Isle 2 | 


| Blue Byte Software 
Battle isle2° 
: he original game was released with limited 
‘success ru UBI Soft in the U.S. Later, a redon 
ion called The Great Wat 
3 d-by SSI.-The-sei-fi-element-was-re 
biseod. cae a much more realistic scenario. | 
wasn t until The Great War's release that play- 
ers recognized the great strategic- gaming RX = 
tential it had. 
Battle Isle 2 is a CD-ROM product that SuD- 
ports up to seven players. There are 55 new 
| . deployed. 
_High- eer psosien graphics are NOV used in 


~annou 


yas yey 


_ sions. Our personal favorite is the moon mission, which 


Ne say that ten times without stopping. This mouthful of a game is a port-over 1, 
CD-i that resulted from the distribution agreement between Philios and Interplay’ 

The premise behind the game is that Innocent dinosaurs are being zapped into zor 
bies by outer-space aliens. Next, they are transported through time to take over pre- 
sent-day Earth. 

More of a science-edutainment title than.a computer game, Zombie Dinos uses clay 
animation and full-motion video to enhance its visual element. 
Star Trek: Starfleet Academy 
Oe shown at the Winter CES in January, it seems that this game is not as far 

along in developméatas-we-firstthought-But-any-_opportunityto-show-off-this 
game is certainly worth it. 

In this third title of the Interplay Star Trek action/ad- 
venture series, instead of playing as the crew of the En- 
ferprise, you take on the role of a Starfleet cadet who's 
trying to graduate. Besides the action/adventure ele- 
ments, there is a flight simulator where players can 
command three. different computer-rendered star- 
ships. This one is due out late this year. 


Mirage Technologies 
Rise of the Robots 

his company has caught the attention of many in- 

Gustry people with its technologically amazing Rise 
of the Robots, which has been introduced on all elec- 
tronic-gaming platforms. Rise of the-Robots-uses-a-3-D 
modeling technique called radical bespoke to give it 
its realistic qualities. 3D Studio, by Autodesk, was also 
used in the creation of the game; 

The cartridge version of this game is being published 
in the U.S. by Absolute Software; unfortunately, how- 
ever, the fate of the IBM PC version is undetermined. 
Accolade Software was originally set to release the title 
here indune of 1994, but massive delays in develop- 
ment of the game forced Accoldde to drop Mirage 
and lise of the Robots from its lineup. 

Philips Media announced at the show that it has |i- 
censed the title and that Mirage’s Instinct Design will 
be developing the game in-house for CD-i. 


Psygnosis/Scops/Sony 

peer os showed off its stuff a day before the show 

opened by inviting the gaming publications up to its 
London office for a sneak peek. Included in its tour, 
Psygnosis brandished the new Scops Edutainment 
lineup that was launched in the U.K. this past fall. When 
asked what Scops stood for, a representative replied, 
“An owl that eats EA*kids.” Ouch! 
Theatre of Death 
1e.of the most interesting games Psygnosis 
showed us was Theatre of Death, developed by 
The Software Shed. Similar to Syndicate in game play, 
TOD.uses the three-quarter overhead perspective for 
its point of view. Players must control squads of soldiers 
on a variety of violent and increasingly difficult mis— 
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Theatre of Death 
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DiscWV in best-selling fantasy Numorist lerry Fratcnell s WOK, VIsCwOnd 
ASHic adventure that is packed with memorable characters and 
Glitting fantasy scenarios. Discworld also has superb graphics and fun- 

su game play. 

oelung’s Ring/The Ring Cycle 

he first title in The Ring Cycle trilogy that’s based on J.R.R. 
Tolkein’s Middle Earth fables, Psygnosis cldims that this adven- 
ture game will do for the IBM PC what Pavarotti did for the pop 
charts. That will be for us to decide. The Ring Cycle is being de- 
veloped for Psygnosis by Maelstrom (of Starlord and Midwin- 
ter fame). 


The Chaos Engine 
ook familiar? That’s because The Chaos Engine 
was released as Soldiers of Fortune by Spec- 
trum HoloByte for cartridge systems in the U.S. 
The Bitmap Brothers have also developed the 
Engin IBM PC and CD-32 versions of the game. 
| Jee: Drawing inspiration from H.G. Wells 
eae ey) — Nd Charles Babbage, The Chaos En- 


gine is set in a remote Victorian man- 
sion, A mad inventor has created a yx < ESS 


Nibelung 


time/soace continuum machine 
that has gone haywire and the ® 
forces af chaos have invaded Bri ngs You 
a party of pugilistic ad- 
venturers through the 

* cd 
wean ly Interactive M 
chines, where the ive ovie 
Engine Is lo- 


the world. Players must lead 

aVirtual World 
grounds and make it 
cated. 


“Lots of games claim to be pushing the 
envelope—Under a Killing Moon blows it to 
smithereens? ” 

—William Trotter, PC Entertainment 


“Under a Killing Moon...the most 
elaborate graphic adventure to date. A 
sround breaking CD adventure?’ 

—Joyce Worley, Electronic Games 


“Under a Killing Moon combines the best 
elements of movies and computer games and 
creates an amazing interactive experience 
that’s better than either of them . 
It literally pulls you into the screen.” 
—Denny Atkin, Entertainment Editor, 
Compute Magazine 


This category-creating Interactive Movie from ACCESS Software goes light 
years beyond any other product labeled “interactive.” Under a Killing Moon 
takes you to the streets of post World War III San Francisco and casts you into 
the role of Tex Murphy, Private Investigator, who first appeared in Mean Streets, 
then Martian Memorandum. Under a Killing Moon is a Virtual World full of 
people and places so richly detailed, you'll feel like you're actually there. 


The Flight of the 
Amazon Queen 


The Flight of the Amazon Queen 
his humorous graphic,.adventure set in.1949 takes place in the Ama- 
zon Jungle. Created by Australian developer Interactive Binary Illu- 5 ates 
sions, Amazon Queen is an irreverent pastiche of the adventure seri- A= =e 


als that were popular in the late 1940s. 
The game has about 100 different locations with more than 
AO individual characters to interact with. Play becomes pro- 
gressively more difficult as you advance levels in the game. 
Amazon Queen, more than anything else, seems to be 
sort of a cross between LucasArts’ Day of the Tentacle 
and Monkeytslanad: 


Lands of Lore Il 
proseby the best-looking game of ECTS, 
not much is known about this game ex- 
cept that it is the sequel to [he Throne of 
Chaos. Virgin) managed not to have any 
documentation at the time of this writ- 
ing. A major graphics overhaul has 


been done, so much so that you 
ore of y oe 


won't even recognize If as part 
of the series. 
What do J: 
, * 
film stars ie 


Lands of Lore 


4 
all have in 
common? 


They all star in accfss Software’s a 
s for 
new CD thriller MS-DOS 


4910 W. Amelia Earhart Dr. 


Coming Soon Salt Lake City, UT 84116 
to a Software Dealer Near You! = |_300-800-4880 


== ACCESS 


—— 
ESS 
a SOFTWARE INCORPORATED 
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QuickShot 


CTS wasn’t just limited to software manufacturers. 


There were a couple of hardware and accessory peo- si 


ple there too. QuickShot had an interesting subwoofer 
attachment for PC speakers. A must-have for playing 
Doom, the Bass Machine features a high-output built-in 
amplifier, a powerful 4.5" bass driver, bass control and a 
master volume control for external speakers. The Bass 
Machine Is shielded and comes in matching PC colors. 

The Super Warrior is a new joystick ergonomically de- 
signed with a bio-grip, which reduces combat fatigue. 
Developed specifically for flight sims, there are four posi- 
tive fire buttons and a built-in throttle control for thrust 
adjustment. The Super Warrior comes bundled with 
QuickShot calibration software and works with IBM PC- 
compatible 386 and 486 machines. 


‘Ifriend Teri —— welcome peliet alco nat gloom, 
comba 


Girlfriend: The adventure 
with 10° commands 


Actually, the number is too high | your favorite store or order direct: 
to count! You see, Girlfriend’ "| Girlfriend Lisa PG-13 $59.95 
uses artificial intelligence, so you Girlfriend Teri PG-13 $69.95. Add 
can ask her any question and she | $4 S&H. Sound Blaster compatible 
will answer on your PC screen or | voice add-on: $29.95. Specify disk 
audibly. Dream up things for her | format. Caution: mature subject 


Wwolv es, monsters, anc morta 


to do, and then watch in VGA _| matter! For FREE info on our 


color! Players tell us they never | software, including adult kits, circle 
get bored because Girlfriend | the reader service number below! 
learns new words and ideas from | Dealer inquiries invited. 

every conversation. Every time is — AIVR Corp. (800) 324-AIVR 
different, and there iS no 709 Lingco #106, Dept CP406 


A. Richardson, TX 75081 USA 
endgame! Watch for Girlfriend at [21 (314) 935-4999. Fax (214)235-4992 
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CTS Awards Nig} 
1 the first night of the show, a gala. 
awards ceremony was held at Lon 
on's exclusive Regent Hotel for both c 
- and computer-based products. 
ally extravagant was the hefty pee 
at's about $80 in U.S. funds) price 
arged to all the industry insiders, includ- 
g the press. A total of 18 awards we 
sted on by members of the global ga 
ress, INCluding the editors of COMPUTER 
LAYER, 
_ British radio and TV personality Mark / 
200dier presented the awards, with the 
Ig winners of the night being Id Softwar 
and Doom. 

_ Here's the full list of winners: 
‘Best Handheld Game—Zelda IV | 
Best CD Game—Rebel Assault 
-eGame Innovation Award—ld Software © 
| «Game of the Year Scandinavica i 


er ame of the Year Spain—Stfreet Fighte 
Irbo 

Same of the Year France—Zelda: Links: 
Awakening | 
same of the Year Germany—Syndicc 
ost Original Game—Syndicate | 
Developer of the Year—LucasArts 
Best Hardware—Atari Jaguar | 
‘BBC Live and Kicking Award—Elite 2 
Somputer Game of the Year—Doom 
Video Game of the Year—Aladdin 
Overall Game of the Year—Doom 
Software Publisher of the Year—Virgin 
r teractive 


GUNSHIP 2000 VGA 19 MAGIC JOHNSON MVP 5 PSYCHIC WAR 6 STAR FLEET 2 19 


HALLS OF MONTEZUMA 16 MANHOLE 18 QUEST FOR GLORY 1-EGA 5 STAR LEGIONS 7 
HAND OF FATE 25 MANHUNTER SF 5 QUEST FOR GLORY 1-VGA 12 STAR TREK 25TH ANNIV 18 
HARD NOVA 8 MANTIS EXP FIGHTER-VGA 11 QUEST FOR GLORY 2-EGA 12 STAR TREK: JUDGEMENT 29 
HARDBALL 3 18 MANTIS EXP SPEECH PA 12 QUEST FOR GLORY3-VGA 17 STAR WARS CHESS 29 
HARPOON 14 MARTIAN DREAMS 12 RAILROAD TYCOON 14 STARFLIGHT 1 5 
HARPOON DESIGNER SER 10 MARTIAN MEMORANDUM 13 RAMPART 11 STARLIGHT 2 5 
HARPOON EDITOR 14 MATRIX CUBED 4 REALMS 9 STELLAR 7 9 
HARRIER ASSAULT 19 MAXIMUM OVERKILL 29 REALMS OF ARKANIA 21 STORMOVIK 6 
HEART OF CHINA - VGA 9 MAXIMUM OVERKILL MISS 15 RED CRYSTAL 22 STREET FIGHTER 2 22 
HEAVEN & EARTH 12 MEAN STREETS 5 RED LIGHTNING 5 STREET ROD 2 9 
HEAVY METAL 13 MECHWARRIOR 13 RED STORM RISING 8 STRIKE ACES 13 
USED IBM GAMES DOUBLE DRAGON 2 . HEIMDALL 7 MEDIEVAL LORDS 7 RETURN OF PHANTOM 19 STRIKE COMMANDER 28 
DRAGON FORCE 8 HEROES OF THE 357TH 11 MEGAFORTRESS 8 RETURN TO ZORK 29 STRIKE COMMANDER SP 8 
COMPLETE & VIRUS FREE DRAGON LORD 6 HEROES OF THE LANCE 9 MEGAFORTRESS MISS DK 8 REVOLUTION '76 9 STRONGHOLD 24 
WITH THE ORIGINAL BOX. DRAGON WARS 6 HIGH COMMAND 29 MEGATRAVELLER 1 ZHOD 4 REX NEBULAR COS GEN 22 STUNT DRIVER 10 
DOCUMENTATION AND DISKS DRAGONS OF FLAME 5 HILLSFAR 9 MEGATRAVELLER 2 T RIDERS OF ROHAN 12 STUNT ISLAND 19 
DRAKKHEN 8 HOOK g MERCHANT COLONY 6 RISE OF DRAGON-VGA 19 STUNTS 10 
4D BOXING 7 DUNE 9 HOVERFORCE 19 METAL & LACE 23 ROAD & TRACK GRAN PR 19 SUMMONING 9 
688 ATTACK SUB 8 DUNE 2 28 HOYLE'S BK GAMES VOL 1 12 MICHAEL JORDAN FLT SIM 16 ROAD TO FINAL FOUR 23 SWORD OF ARAGON 13 
7TH GUEST - CD 37 DUSK OF THE GODS 9 HOYLE’S BK GAMES VOL 2 12 MIDWINTER 5 ROBOSPORT - WIN 21 SYNDICATE 18 
A-TRAIN > EARTHRISE 4 HOYLE’S BK GAMES VOL 3 16 MIG 29 FULCRUM 14 ROCKETEER 18 TANGLED TALES 9 
ATAC. 19 EL FISH 23 HUMANS 14 MIGHT & MAGIC 1 8 ROMANCE 3 KINGDOMS 14 TANK 13 
A10 TANK KILLER 1.5 15 ELVIRA 1 10 HUNT RED OCTOBER 16 MIGHT & MAGIC 2 7 ROMANCE 3 KINGDOMS 2 19 TASK FORCE 1942 19 
ABC BOXING 13 ELVIRA 2 13 HYPERSPEED 8 MIGHT & MAGIC 3 19 ROME: PATHWAY TO POW 19 TEAM YANKEE 8 
ABC MONDAY NIGHT FB 5 EPIC 21 IMMORTAL 11 MIGHT & MAGIC 4 26 RULES OF ENGAGEMENT 6 TEENAGE MNT ARCADE 11 
ACES OF THE PACIFIC >} ERIC THE UNREADY 17 INCA 17 MIGHT & MAGIC 5 29 RULES OF ENGAGMNT 2 24 TEENAGE MNT MANH MIS 19 
ACTION SPORTS SOCCER 13 ESCAPE FROM HELL 5 INCREDIBLE MACHINE VGA 19 MIKE DITKA FOOTBALL ) SAVAGE EMPIRE 15 TEGEL'S MERCENARIES 5 
ACTION STATIONS 11 ETERNAM 15 INDIANAPOLIS 500 11 MILLENIUM 4 SCRABBLE 12 TERMINATOR g 
ADV OF WILLY BEAMISH 16 EYE OF BEHOLDER 2 16 INDY JONES FATE ATLA 19 MINES OF TITAN 5 SEAL TEAM 29 TERMINATOR 2029 24 
AIR BUCKS 15 EYE OF BEHOLDER 3 19 INDY JONES: LAST CRUS 16 MISSION: IMPOSSIBLE 5 SEARCH FOR THE KING 10 TEST DRIVE 2 15 
AIR BUCKS VER 1.2 19 EYE OF BEHOLDER 3-CD 35 ISHIDO 9 ML BASEBALL 4 USAT. 9 SECOND FRONT 12 TEST DRIVE 3 19 
AIR FORCE COMMANDER 7 TEST DRIVE 3:ROAD&CAR 9 
ALL AMERICAN COLLG FB g Tene wa : 5 
ALONE IN THE DARK 24 
ALTERED DESTINY 16 THEIR FINEST HOUR 12 
AMAZON 16 Vani ] 1] f Vn melee el > | THEXDER 1 9 
ie WE’‘RE BUYING! |r 
ANCIENT ART WAR - SEA 8 AV Ss [ e THUNDERSTRIKE 9 
ANCIENT ART WAR - SKY 9 ae sa Stee ane ik ee eee cee " 
APBA FOOTBALL 12 BAR as SS SS | fit $ % TOM LANDRY FOOTBALL 11 
ARE WE THERE YET? 11 TONY LARUSSA BB 13 
ARMADA 2525 16 TONY LARUSSA ULT BB . 
ARMOUR ALLEY 8 TOP GUN DANGER ZONE 15 
B.A.T. 4 TORNADO 30 
eee i Got Something To Sell? ce . 
BALANCE OF POWER 1990 9 Follow these Easy Steps re 9 
BALANCE OF THE PLANE 13 RILOGY 10 
BARD'S TALE 1 7 1. Prepare a list of the games you are selling. Call, fax, or TRISTAN PINBALL 9 
BARD'S TALE 2 10 mail your list to GAMER‘S GOLD. TUNNELS & TROLLS 6 
Sues Tare : mowers 
at ee SET Ly 2 GAMER’S GOLD will quote the current buying ULTIMA 4 - QUEST AVAT 15 
BATTLE CHESS - CD 16 prices & issue an authorization number for your shipment. ULTIMA 5 WARRIORS DE 16 
BATTLE ISLE 14 Games will not be accepted without an authorization no. ULTIMA 6 FALSE PROPH 11 
BATTLEHAWKS 1942 5 Price quotes are good for 14 days. ULTIMA 7 BLACK GATE 29 
BATTLES OF DESTINY 16 ULTIMA 7 FORGE OF VIRT 11 
BATTLETECH 1 5 , Pee a = ULTIMA 7.5 SERPENT ISLE 29 
BATTLETECH 2 9 EE EE J. Pack games in box. Write authorization no. clearly on ULTIMA 7.5 SILVER SE 16 
BETRAYAL AT KRONDOR 29 qi m7 P47. outside of box. Mail to @AAMER’S GOLD. Save your ULTIMA TRILOGY 1 15 
BIG BUSINESS 7 authorization no. We can’t answer questions about your rele erat 7 
ee : All games are tested & IBM disks virus checked shipnuand whey gour *manee ULTIMA UNDERWORLD 2 2 
a : games are in original box with original documentation pe 4. \f you would like to use your money or credit to purchase UMS 2 5 
BLUE FORCE:NEXT OF KIN 25 games, include a “wish list” of titles you are interested in. UNCHARTED WATERS 21 
reco tae ee | ori © 
BRAIN BLASTER 6 WE ACCEPT ONLY 5. Your check will usually be mailed within 10-14 working UNNECESSARY ROUGHNESS 29 
BREAGH 2 4 VISA/M ter( d/Di days of recat ig your . Some “wish list” game UTOPIA 14 
ibang ate Deas : , as er ar - Iscover pe, credits may take s ightly longer to fill. V VICTORY: UTAH BEACH 14 
BUZZ ALDRIN RACE INT 2 3" Money Orders/Cashiers Check “= GAN VEIL OF DARKNESS 13 
CAESAR 21 MAK Games will be checked for viruses & completeness. omen “4 EXCALIBR A 
ea . Most items shipped same day. $5 UPS/S9 2nd Day Air Games must be complete with all disks, printed materials, ate a aaa \ 
a A _— : call for information on Canadian shipments 7 original box. Incomplete games will be returned at WAR N MIDDLE EARTH 7 
cna ng A GAMER’S GOLD © 1008 W. 41st Street © Sioux Falls # South Dakota © 57105 a WARLORDS 6 
CARRIERS AT WAR 13 eaten 2 _ 
CASTLE DR BRAIN - VGA 17 
CASTLES 9 WC 2 SPEC OPERATION 1 15 
CASTLES 2 19 WC 2 SPEC OPERATION 2 15 
CASTLES-NRTHRN CMPN 5 EYE OF THE BEHOLDER ISLAND OF DR BRAIN VGA ML BASEBALL GM/OWNER SECRET OF SILVER BLADE WC 2 SPEECH PACK 8 
CENTERION DFNDR ROME 5 F-117A STEALTH FIGHTER JACK NICKLAUS SE CRS ML BASEBALL MANAGERS SECRET WEAPONS - EXPAN WC SECRET MISSION 1 5 
CHALLENGE OF 5 REALM 19 F15 STRIKE EAGLE 2 JACK NICKLAUS SIGNATU ML FOOTBALL 2 SECRET WEAPONS LUFTW WC SECRET MISSION 2 5 
CHAMBER SCI MUT PRST 12 F15 STRIKE EAGLE 3 JACK NICKLAUS UNL GOLF ML FOOTBALL DELUXE SENTINEL WORLDS WC/ULTIMA 6 - CD 32 
CHAMPIONS OF KRYNN 9 F19 STEALTH FIGHTER JAMES BOND STEALTH MONKEY ISLAND 2 SHADOW CASTER WEAVER BASEBALL 2 5 
CHESSMASTER 3000 WIN 19 FALCON 3.0 JCK NICKLAUS GRTST 18 MONKEY ISLAND VGA SHADOW OF YSERBIUS WEAVER COMMISIONERS 7 
CIVILIZATION 24 FALCON 3.0 FIGHT TIGER JET FIGHTER 2 MISSION MOONBASE SHADOW PRESIDENT WEAVER MLBPA PLR ST 3 
CLASH OF STEEL 29 FALCON AT JET FIGHTER 2.0 MURDER SHADOW SORCERER WESTERN FRONT 15 
CLUE MASTER DETECTIV 9 FANTASY EMPIRE JOE MONTANA FOOTBALL NASCAR CHALLENGE SHADOWGATE - WIN WHEN TWO WORLDS WR 28 
COASTER 12 FIGHTING FOR ROME JONES IN THE FAST LANE NFL 94 FOOTBALL SHADOWLANDS WHERE IN WORLD CSD 28 
CODE NAME: ICEMAN 5 FINAL CONFLICT JUMP JET NFL COACH'S CLUB SHERLOCK HOLMES -CD WHERE IN WRLD CSD-CD 29 
COLONEL'S BEQUEST a FIRETEAM 2200 KEYS TO MARAMON NFL FOOTBALL SHUTTLE WING COMM ACADEMY 26 
COMMAND HQ 6 FLAMES OF FREEDOM KGB NFL PRO LEAGUE FB '91 SIEGE WING COMMANDER 1 9 
CONAN 9 FLASHBACK KILLING CLOUD NFL PRO LEAGUE FB '92 SIEGE EXP:DOGS OF WAR WING COMMANDER 2 23 
CONFLICT: KOREA ? FLIGHT OF INTRUDER KING'S QUEST 4 - EGA NFL PRO LEAGUE FB '93 SIERRA ADV BUNDLE WIZARDRY 5 15 
CONFLICT: MIDDLE EAST 8 FLIGHT SIMULATOR 4.0 KING'S QUEST 5 - VGA NFL VIDEO FOOTBALL SIERRA FAMILY FUN PK WIZARDRY 6-COSMIC FOR 19 
CONQUERED KINGDOMS im FLIGHT SIMULATOR 5.0 KING'S QUEST 6 - VGA NIGHTBREED SILENT SERVICE 2 WIZARDRY 7-CRUSADERS 29 
CONQUESTS OF CAMELOT 5 FLOOR 13 KNIGHTS OF THE SKY NO GREATER GLORY SILPHEED WIZARDY 4 1 
CONQUESTS OF JAPAN 19 FOUNTAIN OF DREAMS KOSHAN CONSPIRACY NOVA 9 VGA SIM ANT WOLFENSTEIN 3D 16 
CONQUESTS OF LONGBO . 2a L'EMPEREUR oBiTUS SIM CITY WOLFPACK 9 
CONTINDIA be FREDDY PHARKAS FRTR LAKERS VS CELTICS OIL'S WELL SIM CITY GRAPHICS SET 1 WONDERLAND 9 
eonneurriGel 4 FREE DC “LAND,SEA,AIR TRILOGY” OPERATION COMBAT SIM CITY GRAPHICS SET 2 WORLD CIRCUIT 24 
COUNTDOWN ” FRONT PAGE FB PRO LANDS OF LORE OUT OF THIS WORLD SIM CITY TERRAIN EDIT WORLDS AT WAR 9 
COVERT ACTION 5 FRONT PAGE FOOTBALL LASER SQUAD OVERLORD SIM EARTH X-WING 29 
CRACK DOWN 5 FULL METAL PLANET LEATHER GODDESSES 2 PALADIN 2 SIM LIFE X-WING B WING 13 
CRIBBAGE GIN KING 13 FUTURE WARS LEGACY:REALM OF TERR PAPERBOY 2 SKATE OR DIE X-WING IMPERIAL PURS 13 
CRIME WAVE 13 GABRIEL KNIGHT LEGEND OF FAERGHAIL PATRIOT SOLITAIRE’S JOURNEY YEAGER’S AFT 4 
CRISIS IN THE KREMLIN 4 GARY GRIGSBY PACIFIC LEGEND OF KYRANDIA PERFECT GENERAL SORCERIAN YEAGER’S AIR COMBAT 14 
CRUISE FOR A CORPSE 14 GATEWAY LEGENDS OF VALOR PIRATES SPACE 1889 
CURSE OF AZURE BONDS 9 GATEWAY 2: HOMEWRLD LEISURE SUIT LARRY 5 PLANET'S EDGE SPACE HULK Prices & availability subject to change. 
CYBER EMPIRE 0 GATEWAY SAVAGE FRTR LEMMINGS PLAYMAKER FOOTBALL SPACE QUEST 1 - VGA Call Toll Free for current titles and those 
CYBER RACE 29 GENGHIS KHAN LEMMINGS 2 POLICE QUEST 1 - VGA SPACE QUEST 2 - EGA : 
GHOSTS & GOBLINS LEXICROSS POLICE QUEST 3 - VGA SPACE QUEST 3 not listed-we've got lots more! All Used 
CYBERGENIC RANGER 4 Gurnee art complete & vium ket vill 
DAGGER OF AMMON RA 19 GLOBAL CONQUEST LHX ATTACK CHOPPER POLICE QUEST 4 SPACE QUEST 4 - VGA m ! 
DARK CENTURY ‘6 GLOBAL EFFECT LIGHTSPEED POOL OF RADIANCE SPACE QUEST 5 - VGA original box, documentation & disks. Sys- 
DARK QUEEN OF KRYNN 15 GOBLIIINS - VGA LINE IN THE SAND POOLS OF DARKNESS SPACE QUEST BUNDLE tem compatibility is not guaranteed. All 
DARK SUN 99 GOBLIIINS 2 - VGA LINKS 386 PRO POPULOUS SPACE ROGUE sales are final-defective replaced 
GODFATHER LINKS GOLF POPULOUS 2 SPACEWARD HO! ' ' ee 
DARKLANDS 4 GOLD OF AZTECS LORD OF THE RINGS 2 POWER HITS: MOVIES SPACEWRECKED with same title. Free shipping (Reguiar 
en 2 : Ground) in the continental USA on orders 
DARKSEED 17 GOLD OF THE AMERICAS LOST ADMIRAL ENHANCED POWER HITS: SCI / Fl SPEAR OF DESTINY rou 
DARKSPYRE 7 GOLD RUSH LOST FILES SHERLOCK POWER HITS: SPORTS SPECIAL FORCES over $150. 
DAUGHTER OF SERPENTS 15 GRAIL QUEST LOST IN LA POWERHITS: BATTLETEC SPECTRE 
DAVID WOLF: SECRET AG 10 GRANDSLAM BRIDGE LOST IN TIME POWERMONGER SPELLCASTING 101 
DAY OF THE VIPER . GREAT NAVAL BATTLES LUNAR COMMAND PRINCE OF PERSIA SPELLCASTING 201 
DEATH KNIGHT OF KRYN 14 GREAT NB AMERICA ATL MADDEN FOOTBALL 1 PRINCE OF PERSIA 2 SPELLCASTING 301 
DEJA VU 2 LOST IN LV . GREAT NB SUPER SHIPS MADDEN FOOTBALL 2 PRIVATEER SPELLCRAFT: ASPECT 
DICK TRACY ? GREENS MAELSTROM PRO LEAGUE BASEBALL SPELLJAMMER:PIRATES 
DISCIPLES OF STEEL 93 GUNBOAT MAGIC CANDLE 1 PROPHECY 1 SPIRIT OF EXCALIBUR 
DON'T GO ALONE 3 GUNSHIIP 2000 SCEN DSK MAGIC CANDLE 2 PROPHECY OF SHADOW STAR CONTROL 
GUNSHIP MAGIC CANDLE 3 PROTOSTAR STAR CONTROL 2 
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Visit to Sesame Street: Numbers 

Cruise on down to Sesame Street and learn 
with the likes of Ernie, Bert, Big Bird and, my 
favorite, Oscar the Grouch. A very basic pro- 
gram that contains simple games to give your 
young child a head start for recognizing num- 
bers, counting games and number riddles. 
Also features full-motion video of those classic 
Sesame Street short films about numbers. 
Ages 3-8 ($39.98). Requires Philips CD-i 
machine. Philips CD-i, phone: 800.824.2567. 


Mat hteam 


Peter’s Numbers Adventure 

Follow Peter as he explorers some peculiar islands (and one planet), 
populated by even more peculiar characters, each devoted to a different 
number. On each island are games and puzzles that help teach number 
recognition. Four different language options are available. Ages 5-8 ($29.95) 
Requires Mac LC or better, CD-ROM drive, four megabytes RAM. Apple 
Computers, phone: 800.767.2775. 


Yearn 2 Learn Snoopy 

The Peanuts gang leads your child through a 
series of math games teaching basic addition, 
subtraction, division and multiplication. Math is 
just a part of the fun here, though: Also included 
are reading, music and art exercises. Ages 3-10 
($64.95). Requires IBM PC, Windows 3.1, 256 col- 
ors, four megabytes RAM, 16 megabytes hard 
disk. Image Smith, phone: 800.876.6679. 


Math Blaster Plus 

Math Blaster Plus helps your child learn 
arithmetic while playing arcade-style games. 
Lead the Blasternaut through four different games, 
including earning money at the “Number Recycler” and destroying inter- 
stellar debris in “Trash Zapper.” A great way for your child to have fun 
while he or she learns. Ages 6-12 ($59.95). Requires IBM PC, Windows 3.0, 
two megabytes RAM. (MS-DOS and Mac versions available.) Davidson, 
phone: 800.545.7677. 
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Mathteam 
Mathematical knowledge is the key to 


game. Children can race against the com- 
puter or other competitors via a network 
in a wide variety of difficulty levels and 
then receive an analysis of their perfor- 
mance. A “workbook” is available to 
help them learn from their mistakes. 
Recommended. Grades K-6 ($60). 
Requires Macintosh Plus or later, 
four megabytes hard disk. Philosoft, 
phone: 416.603.9251. 


The Learning Company 

The Learning Company has released a number Jv 
of mathematical educational games. The newest install- 
ment in its Treasure series is Treasure Galaxy!, which teaches 
visual math concepts such as measurement, fractions, calendar skills 
and geometric shapes, as well as practical math and thinking skills. Ages 5- 
9 ($59.95). Available 6/23/94. Requires IBM PC 386, 25 MHz, 16-color high- 
res VGA. 

Math Rabbit is a follow-up to the successful Reading Rabbit and teaches 
basic math skills in a circus setting. Includes colorful animations to reward 
your child’s success. Ages 4-7 ($59.95). Available for MS-DOS, Windows, 
Macintosh. Also CD-ROM for the Mac and IBM PC. 

The award-winning Operation Neptune is a more advanced math pro- 
gram that helps youngsters get a head start on algebra. Now available on 
CD-ROM, this deep-sea adventure game is sure to entertain while it edu- 
cates. Ages nine and up ($59.95). Requires IBM PC 386, 25 MHz, 256-color 
VGA, CD-ROM drive. 

For more information on The Learning Company’s wide selection of 
educational titles, call: 800.852.2255. 


POSTSCRIPT OBSERVATION: It’s disappointing to note that there is so 
little software that aggressively covers mathematics for children. On the 
other hand, there is an abundance of reading and story-related titles. C’mon 
software developers, let’s get creative with a wider variety of children’s 
math games! 


Rocket Launcher 


This Kid Gets an “EA” 
Eight-year-old Pravina Sippy of Agoura, 
California, is the winner of the recent Eagle Eye 
Mysteries contest held by EA*Kids, a division of 
Electronic Arts. The contest called for kids aged 


eight and up to solve 13 puzzles, which were 
then used as clues to solve 13 more puzzles. 

As the winner, Pravina’s photograph and 
name will appear in the CD-ROM version of the 
newest installment of the Eagle Eye Mysteries 
series, Eagle Eye Mysteries in London. 
Congratulations Pravina! 
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"The Informative PBM Magazine" 

Do you know what PBM (Play-By-Mail) gaming is? If you don't, 
we can help you explore the world of PBM gaming. Paper 
Mayhem has been leading the way for over 10 years by 
informing people about PBM gaming. Articles, reviews, 
biographies, PBM game & company ratings and more fill each 
issue. 

Paper Mayhem has been improving with the ever expanding 
hobby of PBM gaming since 1983. Each bimonthly issue brings 
you the latest on PBM news. 

So why delay and miss out on all the fun? 


PAPER MAYHEM 
Dept CP, 1518 Adams St. 
ttawa, IL 61350-4770 
US Subscriptions: Single issue $5.00 


1 year $24.00 - 2 year $42.00 
FOREIGN SUBSCRIPTIONS: Please inquire for rates. 
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“Good To Firm” 

The PC horse racing game. 
3D scrolling - VGA graphics. 
Buy, Sell, train, race, bet 28 diff- 
erent ways, handle finances, etc. 
$ 37.50 US US/Canada: 1-800- 
487-4625, Europe: UK 031-333 


4958 World Wide: 1-508-658- 
2209 Visa, Mastercard, check 
or M/O. Or write to: Wizard 
Games Of Scotland, Ltd., P. O. 
Box, 498, Wilmington, MA 01887. 
Hurry, they are off an’ running! 
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t first glance, this ad- 
PR: re/strategy Cryo- 
developed game will 
leave you standing 
ead in your tracks with 


its breathtaking beauty. At a second 
glance, it will remind you of Dune. 
And at a third glance, you might think 
you were looking at The 7th Guest or 
The 11th Hour because of its use of 
cinematic-style panning when you 
travel from location to location. 
Hmmm...might we be looking at the 
developers of the next The 7th 
Guest sequel? (Hint...hint.) 

Nonetheless, Eden takes 
place as an alternate-reality 
Earth evolution, where humans 
and friendly, herbivorous di- 
nosaurs live together in har- 
mony. Of course, both are al- 
lied in fighting a common 
enemy, flesh-eating T-rexes. 

An on-screen icon directs 
the courses of action that are allowable—either in- 
teracting with something or someone, or traveling 
in a certain direction. There are four continents on 
the planet to traverse, each with its own unique in- 
digenous peoples and reptiles that you meet and 
interact with. 

A pterodactyl named Eloi acts as your guide and 
mentor. As situations arise, Eloi explains them and 
alludes to possible solutions to any of the prob- 
lems at hand. 

Most of the graphics in 
Eden are rendered using Au- 
todesk’s 3D Studio, but land- 
scapes are rendered in real 
time, using a proprietary 
graphics tool developed at 
Cryo’s office. 

If you've ever played any 
computer game developed by 
Cryo, you will instantly recognize 
the familiar, haunting music. Let’s 
just hope that Cryo has figured 
out a way to incorporate sound ef- 
fects, which, for the most part, are 
absent in every one of its games. 
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inferno 


igital Image Design (DID) is es- 

sentially responsible for placing Ocean Software on the list of companies 
that have most improved over the past year. It wouldn’t surprise us to find 
out that DID will be purchased by some huge, all-encompassing multimedia 
conglomerate. 

Inferno is a sci-fi interstellar space battle simulator that uses a refined version of the 
previously developed TFX engine, which renders polygon graphics in real time. The 
story line behind the game is that mankind faces total annihilation by the Rexxon Em- 
pire. The player, who assumes the role of mankind's greatest pilot, must save human 
civilization from destruction. Okay, the story line isn’t the most original, but you have to 
judge it by its game play and spectacular technical achievements. 

There are three modes of environmentally specific flight models: space, planetary and 
interior. Each of the ten planets on which the action takes place has individualized styled 
light and dark hemispheres, climate zones and gravity. Some of the other elements in 
the game allow users to destroy labyrinthlike alien installations both in space and terres- 
trial bound. 

Inferno has a total of 700 missions, but a typical game 
will only encompass 80 of that total. Each of the battles in 
the game also includes 100 individually controlled space- 
craft to contend with. 

There are three levels of play available: Arcade, Evolu- 
tionary and Director’s Cut. Each level provides the degree 
of depth and complexity desired by the gamer. A real-time 
game plot provides an interestingly unconfined mission 
objective. 

Some of the other interesting features of /nferno in- 
clude a manual that has been replaced by a comic book 
that introduces you to the characters 
in the game in addition to providing 
you with a plot. 

If this game looks familiar in any 
way, it’s because it was based on an 
earlier—and flawed—DID release 
called Epic. In fact, some of the ships 
you encounter are straight from it. 

Gothic U.K. rockers Alien Sex 
Fiend provide the interestingly ambi- 
ent (to say the least) soundtrack and 
music to set the pace of the game. 


IBM PC 


Ocean 
Digital Image Design 


Fall 1994 
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Alien Legacy 
! 


n Alien Legacy, you pilot the UNS Calypso, which is 
an interstellar spaceship/ark that’s carrying the last 
remnants of humanity after an interstellar war. You 
must explore an unknown quadrant of the galaxy, 
looking for viable planets to establish colony sites on. 

The controls and game interface revolve around the 
bridge of the Calypso. Here, you can consult with your 
bridge officers or advisers and view the solar system and 
ship resources. Most of the game’s functions are handled 
via the mouse, with some commands available through the 
keyboard. 

Alien Legacy shows underdog potential and is definitely a game 
worth checking out. Make sure you take a look at the designer 
credits in the game options screen for a pleasant surprise. 


Dynamix/Sierra On-Line 


Sl’s latest entry into the ac- 
tion/strategy arena uses elements found in RPGs, 
such as fantasy combat, game-play perspective 
and character attributes, to 
name a few. 
Sixteen characters taken from dark fan- 
tasy literature are used throughout. There 
are two types of play modes available: 
strategy and combat. Strategy mode is 
played on a large group of maps. When 
you move a character onto a square that 
is Occupied by an opponent, 
the game shifts into combat 
mode temporarily. 
Unfortunately, Dark Le- 
Pulblisher: gions fails to introduce any- 
Strategic Simulations Inc. thing innovative or exciting 
& to an otherwise dull and re- 
dundant pool of games. 


Strategic Si 
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Outpost 


reated by Bruce Balfour, former NASA employee 
and codesigner of Sierra On-Line's Laura Bow in 
the Dagger of Amon Ra, Outpost is yet another 
game of interstellar space exploration and colo- 
nization. 

In Outpost, an international coalition of Earth scientists 
builds a spaceship to carry humans away from the Earth be- 
fore it is destroyed by a huge meteor. Players decide which 
planets to explore and what to take aboard the ship before 
the mission begins. You control research, colonization and 
growth. 

Hundreds of cinematic sequences tie all the strategy ele- 
ments together. What sets Outpost apart from other games of 
this type is that the data 
used to create this CD- 
ROM title is based on 
current NASA research 
in planetary science, ro- 
botics, terraforming and 


interstellar colonization. 


-Motion’s ambitious new CD- 
ROM game is based on, and an Official li- 
cense of, H.P. Lovecraft’s Call of Cthulu 
series. Shadow of the Comet is 
a creepy and supernatural ad- 
venture that takes place in a seaside 
village around 1910. 

You play as John T. Carter, a 
young astronomer who Is piecing to- 
gether the history of the village and 
its cryptic inhabitants. Shadow of the 


System: 

IBM PC 
Publisher: 
Sierra On-Line 
Developer: 
Sierra On-Line 
Available: 
Now 


System: ' , 
aa i Comet uses 3-D animation to present its game play and 


Publisher: requires over 50 hours to solve. 

Interplay The Shadow of the Comet CD also features the H.P. 
Developer: Lovecraft Museum, which is almost worth buying the disc 
leMotion for itself. Players get to wander about its halls, viewing weird and 


Available: 


bizarre pieces of artwork, statues and related items on unex- 
June 1994 


plained phenomena, as well as some disturbing items from 
human history. 
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Lords of 
ldniaght-— 
The Citadel 


his nonlinear fantasy RPG uses a revo- 
lutionary artificial intelligence engine that lets the 
computer-controlled characters act independently 
and have decision-making capabilities. The player 
can control only one or his entire party 

: at a time. A point-and-click interface is used to select 
System: 
IBM PC icons and plot courses. 
Publisher: Among the other features in Lords of Midnight is 
Domark an on-line bestiary almanac that shows you all the 
Developer: characters and creatures that are available in the 
Maelstrom game. Play is presented in a first-person perspective 
Available: similar to Dynamix’s Betrayal at Krondor, and the 
how graphics include a variety of 3-D texture-mapped 
backgrounds. 


Armored Fist 


t was Only a matter of time be- 
fore we saw the amazing 
Voxel Space Driver that was 
first used in Comanche avail- 
able in other NovaLogic 
games. Armored Fist throws you 
into the heart of a tank battlefield 
simulation. You can control the 
American M1A2 Abrams, M3 
Bradley IFV or, if you prefer red, the 
Soviet-built T-80 and BMP. 

As commander of several pla- 
toons of tanks, you can dictate 
System: strategy for up to four platoons. 

IBM PC You can also call in remote artillery 
Publisher: Or even air Support. There is in-tank 
NovaLogic imaging, and there are strategic dis- 
Developer: plays that provide complete battle- 
Mevahogic field awareness, including night-vi- 
Available: : 
September 1994 sion optics that let you see in the 
nighttime scenarios. 
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T’S FASTIIT’S.FURIOUS! 
T’S EMPIRE SOCCER! 


The soccer game\that captures all the excitement 
and fast paced action of the World Cup Competition. 


* 


i 
t 
- 


A 


Seite 


‘ae Feats veis ee’ 


sneszEe™ 


~~ 


+ 4” 


Yr * 
= 
"*" | Available for18M-PE-amd-Compatibles 


a he 


rr. fs 


3 a4 


©1994 Empire Software. 
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by Zach Meston 


So how good is 
the flight 
“engine ? Very 
good. The nicest 
feature is the 
“virtual cockpit.” 


Price: N/A 

Available: Now 

Genre: Simulation 

Media: Floppy Disk 

Developers: Ed Fletcher and John 
Paquin 

Publisher: MicroProse/Spectrum 
HoloByte 

180 Lakefront Drive 


Hunt Valley, MD 21030 
Phone: 410.771.1151 


System Requirements: 

IBM PC 386, VGA, DOS 5.0 

Four Megabytes RAM 

13 Megabytes Free Hard Disk Space 
Centents: Carriers, Torpedoes and 
Dogfights 
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icroProse’s 1942: The 
Pacific Air War (PAW 
henceforth) has a bit 
more emotional 
impact with me than 
your typical flight sim. That’s because, 
living in Hawaii, I’ve been to Pearl 
Harbor and seen firsthand the remains 
of the tragic attack that drew the U.S. 
into the Pacific Air War in the first 
place. While playing this game, | found 
myself constantly thinking about my 
visit to the Arizona Memorial, and see- 
ing the oil leaking like blood from the 
rusted hull of a 
ship that became 
the grave for 
hundreds of 
men. (Geez, this 
is a pretty 
depressing open- 
INg paragraph, 
huh? Sorry about that.) | was, however, 
relieved to see that PAW takes its sub- 
ject matter as seriously as | do; the 
manual’s introduction emphasizes that 
real-life air combat was a very deadly 
business, while PAW’s goal is “to re- 
create some of the adventure of that 
time and place and give you a chance 
to take part in it.” And it does a very 
good job indeed. 

After, the somewhat kludgy introduc- 
tory animation, PAW presents you with 
four,playing modes: Carrier Battle, Pilot 
Career, Fly Single Mission and Mission 
Builder, Carrier Battle is the most 
strategic mode, where you control the 
American (or Japanese) Navy, issuing 
battle commands to your fleet and tak- 
ing control of specific missions if you 
want to ensure success. (This mode is 
quite similar to the earlier game Task 
Force 1942.) Pilot Career lets you 
assume the identity of an American or 
Japanese pilot with the goal of surviv- 
ing through the war (and maybe even 
changing the course of history). Fly 
Single Mission is a practice mode that 


+PRe Pacific Air 


TNE SUN IS BLINDING 
BILOTS CAN BLACK OUT 
ENEMY PILOTS ADE SKILLED 
RLANES CAN COLLIOR 
CRASHES ADE FATAL 
SHOOTING 18 REALISTIC 
SHIPS WiLL EVAOE le 

ALIONT NODE. 18 REALISTIC | 
AMMO 18 LINiTED 
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The preflight clipboard lets you turn 
on a variety of realism options for 
extra challenge. 


lets you fly individual missions to get 
the hang of things before embarking on 
a career. Mission Builder is PAW’s 
most impressive feature, giving you the 
ability to construct your own fantasy 
missions and fly them. 

So how good is the flight “engine”? 
Very good. The nicest feature is the 
“virtual cockpit,” which lets you steer 
the plane with the joystick while simul- 
taneously peering around the cockpit 
with the mouse. It’s definitely a steep 
learning curve, but, once you've gotten 
the hang of it, you'll wonder how you 
ever got along without it (kinda like 
auto-mapping in RPGs). There are more 
than enough realism settings to keep 


mis 


the game challenging for beginners and 
experts alike. 

The graphics, scenery and explosions 
aren't as spectacular as in Dynamix’s Aces 
Over Europe, but they do the job nicely. (| 
do wish that the graphic detail editor gave 
you more precise indicators of the various 
settings, though.) The sound effects and 
music are the weakest part of PAW, and 
definitely a letdown when compared to the 
quality found in the rest of the game. 

For all its attention to detail, 71942: The 
Pacific Air War is missing one major detail 
that’s been hyped in MicroProse’s impres- 
sive ads: modem support for head-to-head 
battles. According to the designers, 
modem support will be added (via patch) 
within 60 days of PAW’‘s initial release, but 
perhaps MicroProse should have avoided 
mentioning the as-yet-nonexistent feature. 
It certainly doesn’t help change the grow- 
ing perception that MicroProse releases 
beta versions of its games and then allows 
its customers to pay for the “privilege” of 
play testing. (| don’t mean to sound harsh, 
but, believe me, I’m a sweetheart com- 


pared to the 
flames I’ve seen on 
the Internet!) 

The verdict: 
1942: The 
Pacific Air War 
is an excellent 
flight sim, laden 
with enough 


game play to keep | 


the most jaded 
gamer happy for a 
long time to come. 
The missing 
modem support is 
a bummer, but at 
least MicroProse is | 
working to fix the | 
problem. PAW is 
definitely going to 
compete with my 
current flight sim 
of choice, Aces 
Over Europe, for 
my time and my 
hard-disk space. 


the film leaves off. 


4 GRAPHICS, PLAYABILITY 


INALITY, SOUND EFFECTS 


JEFF: 8 Excellent in its genre. 
MIKE: 8 A well-rounded flight simulator. 


RON: 7 Almost restores my interest in flight sims. 
CHRIS: 6 You've gotta fight for peace. 
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You can view a flight film 
| from any location or even re- 
sume a mission from where 
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WI review 


by Chris Gore 


It's dino-riffic! Sink 


your teeth into this 


3D0 adventure game 


and give it a big T- 
rex chomp. 


Price: $59.95 
Available: Now 


Genre: Interactive Movie, Shooter, 
Strategy, Puzzle, Driving Simulation 


Media: 3D0 CD-ROM 


Developer: Universal Interactive 
Publisher: Universal Interactive 
100 Universal City Plaza, Bungalow 71 


Universal City, CA 91608 
Phone: 818.777.5400 
System Requirements: 


3DO Interactive Multiplayer 


ia 
nteractive 


urassic Park thrilled summer 
movie-going audiences and 
fast became the number one 
box office grossing film of all 
time. While we've seen differ- 
ent JP games for other systems, 
Jurassic Park Interactive for 3DO tries 
something different by combining a 
number of successful game genres to 
create an interactive movie experience. 

The goal is twofold—dinosaurs are 
running rampant and you've got to 
save guests at the park by guiding 
them through several locations in 
order to leave the island safely. You 
must also unlock the computer security 
system and radio a ferry that is 
unknowingly carrying a boatload of 
raptors. That’s a lot to do in only 24 fic- 
tional hours. In debugging the security 
system, you'll be forced to play dino 
versions of classic video games like 
Asteroids, Space Invaders and others 
in order to rack up 20,000 points and 
move on to the next level. The problem 
is, these games are so much fun you’re 
often distracted into moving way 
beyond the number of points to win. 

In order to save the guests, you'll 
play a virtual Wol/f 3-D look-alike, a 
cool spitter shooting gallery and a dis- 
appointing driving stage. In almost 
board game-like fashion, guests are 
moved from location to location until 
they make it to safety at the heliport. 
There’s no reward for saving them, but 
there are some very intense death 
sequences upon losing. It makes you 
want to sacrifice a few guests just to 
hear the squash under the T-rex’s foot 
or the raptor’s deadly pounce. It’s too 
bad that the aspects of this game that 
are really fun, like shooting spitters, 


Contents: Spitters, Triceratops, T-Rex 
and Classic Video Game Spin-Offs 
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sic Park 


only last a few short minutes. 

Too much variety is Jurassic Park 
Interactive's greatest weakness. Once 
a player really gets involved in a cer- 
tain type of game play and gets good 
at it, the experience is yanked away— 
this is my reward for winning? JPI 
should have decided what kind of 
game it 
wanted to 
be, instead 
of trying to 
be all 
things to all 
players. 
Still, it’s a 
beautiful- 
looking 
game that’s 
worth a 
shot. 


CHRIS: 7 A multigenre ripoff? You decide. 
IMIIKE: G Weak. Needs innovative play. 
JEFF: 5 Old games with a new look. 

RON: 5 Boring, except for the intro. 


OVERALL 


to 


fter a phenomenal opening 
sequence with movie- 
effects-quality shots of 
spaceships exploding to 

its, | enter that all-too- 
familiar bar. This is the only place in space 
where old pilots never die—they just tell 
their tired war stories in really bad, indis- 
cernible accents. After listening to their 
lame adventure tales, waiting to hear 
some tips on defeating the enemy, | sit 
down at the simulator for some arcade 
action. The game’s kinda weak, but this Is 
the simulation in the bar—not the real 
thing. After leaving my barracks, | hear the 
all-too-serious mission briefing. During 
this time, I’m struck with a bizarre sense of 
déja vu—haven't | seen this a few times 
before? In another life? In a bad ‘70s sci-fi 
TV show? On another system? Or perhaps 
on another format? Oh, well. The mission 
will put me to the test. 

Super Wing Commander's history dates 
back a few years now, starting with 
Origin’s original Wing Commander for the 
IBM PC, which, at the time of its release, 
was a revolutionary product. A few years 
later, EA acquired Origin and—presto!— 
within a short period, cartridge versions 
popped up. But the question is, are you 
really getting that much more of a product 
with this 3DO version? 

When it comes to game play, engaging 
the enemy head-on is the attraction of 
Super Wing Commander. But the space 
combat is far too 2-D for me—although the 
3DO version has some spectacular explo- 
sions. The thing that has always bothered 
me about all the versions of WC is that 
there seems to be more work put into the 
animations of the hand moving the flight 


stick than the actual starships themselves. 
Wing Commander was always hyped as 


the “3-D space simulator.” Well, it’s time 
to really improve this game and live up to 
that hype. Better in-between scenes do 
not make a game “Super” in my mind— 
you've got to vastly change and improve 
the overall game itself. 


Riinand 


plosions. 


Wow! These in-between 
computer animations 
are astounding. 


Editors’ Ratings 

CHRIS: 7 Great hand animation on the 
flight stick. 

MIKE: 6 Try before you buy. 

RON: 6 A boring, old-school arcade game. 
JEFF: 5 Shovelware upgrade. 


3D0O’s 32-bit 
creates some great ex- 


g 
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technology 


by Chris Gore 


The fabulous 
outer-space flight 
sim warps to 
3DO0—unfortu- 
nately, it's the 
same old game, 
but with some in- 
credible new cut 
scenes. 


Price: $59.95 

Available: Now 

Genre: Simulation/Shooter 
Media: 3DO CD-ROM 
Developer: Origin/Electronic Arts 
Publisher: Origin 

P.O. Box 161750 

Austin, TX 78716 

Phone: 512.335.5200 
System Requirements: 
3DO Interactive Multiplayer 


Contents: Deadly Alien Craft, Military 


Briefings, Drunken Pilots and French 
Female Wingwomen 


by Jeffrey Adam Young 
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a; Action Shooter 
ia: Floppy Disk 
First Star Software 


ner: MacPlay/Interplay 

17922 Fitch Ave. 
Irvine, CA 92714 

| 714. 553.3530 


Color Macintosh 

1,800K Free RAM 

Six Megabytes Hard Disk Space 
Supports Gravis GamePad and 
MouseStick II 


-'70s Movie-Style Credits, 
Acid- influeiced Art and the Roller 


Coaster Internal-Organ Shuffle 
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tract you. What’s the second? Making 
sure your ship’s energy level is high by 
flying through energy power-up rings. 
When the energy is maintained, 
Ultraships can withstand enemy fire 
and collisions. 
Astro Chase 
3D's challenge 
increases with 
each new level, 
but it never reach- 
es the point of 
unachievable 
goals, so you can 
always feel a 
sense of accom- 
plishment after a 
few rounds of the game. 


re you a Mac owner suf- 
fering from “IBM PC 
Envy”? Interplay’s 
MacPlay division plans to 
Aput an end to your suffer- 
ing, and it’s off to a great start with 
Astro Chase 3D. The game’s less-than- 
Original premise empowers you as 
Earth's last defensive hope against cer- _— 
tain destruction at the hands of evil ne 
Mega-Mines from another galaxy. 

Your view of the action happens 
from a letter-box-—style windshield, 
framed by instrument panels on the top 
and bottom. The orbiting planets are 
vibrantly colored, and the explosions 
look photorealistic. Apparently, this 
game uses a graphics engine known as 
SAGE that manipulates bit-mapped 
graphics at an accelerated rate. 

Astro Chase 3D possesses one of the 
most original game designs and inter- 
faces in Macintosh gaming. What's 
most unique, and initially most chal- 
lenging, about this game is how you 
control the ship in a 3-D environment. 
The ship is constantly moving either 
forward or backward, and you control 
the altitude and percentage of turn. It’s 
like a helicopter simulator, except 
you re always flying at full throttle. 
Understanding this concept and apply- 
ing it to 3-D space is the first key to 
mastering this game. 

Another key to mastering Astro 
Chase 3D is keeping your priorities 
straight. Your first priority is to destroy 
the mines, even though there are fleet 
after fleet of enemy spaceships to dis- 


OVERALL 


Great 3-D shooter! Addicting. 


Leave me alone, I’m on Level 28! 
Looks like The Lost Saucer. 
Great game for the Mac, but nothing new. 


ace into 


t's been a year since we originally 

saw Buzz Aldrin’s Race Into Space, 

and, by now, you'd figure we would 

have seen the sequel to this great 

game based on the Cold War com- 
mon goal. 

Since this is a review of a redone prod- 
uct, we will assume that you are already 
familiar with the previous version of the 
game. Strategic Visions’ new enhanced CD 
version adds nothing new to the physical 
game play, but there are a couple of new 
options available, including modem play 
and play by mail. 

The most notable difference in the Buzz 
CD is the amazing musical piece at the 
beginning of the game. A 52-piece orches- 
tra was assembled to do the musical score 
of the game. You'll want to crank up your 
speakers to impress your friends, it sounds 
SO good. 

Unfortunately, aesthetics is the only 
thing that really changed at all in the 
game. There are tons of new video clips of 
actual Soviet space footage throughout, 
which were previously unavailable— 
including top secret footage that was never 
shown to the Soviet people. Also, the 
newscasters for both the Americans and 
the Soviets have been replaced with live- 
action video, in good old-fashioned black 
and white. The voices are there to boot. 

Buzz Aldrin’s Race Into Space CD is 
still as enjoyable as it was on floppy, if not 
more. Unfortunately, you still can’t 
progress beyond the 1977 date, or when- 
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ever you land your men on the moon. If 
you don't already own Buzz, it’s a definite 
must-have. It’s one of those titles that will 
have you taking it off the shelf, just one 
more time. 


Editors’ Ratings 

CHRIS: 9 / want to work at Mission Control. 
MIKE: 8 A must if you don’t already own it. 
JEFF: 7 Not much different than the original. 
RON: 7 ...and the rockets’ Red scare... 


IN review 


by Mike Davila 


The most notable 
difference in the 
Buzz CD is the 
amazing musical 
piece at the begin- 
ning of the game. 


Price: $59.95 


Available: Now 


Genre: Strategy 

Media: CD-ROM 

Developer: Strategic Visions 
Publisher: Interplay Productions 
17922 Fitch Ave. 

Irvine, CA 92714 

Phone: 714.553.6678 

System Requirements: 

IBM PC 386, 16 MHz 

One Megabyte RAM 

Contents: Rockets, Sputniks, 
Communists and Black-and-White TVs 
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Chris Straka a 
: se ' a 
and 4 
DreamForge : : 
have gone to ; 
great lengths to | 
provide a 
thoroughly 
entertaining 
ame. 
g othic horror has slowly of Helm stolen 
been making headway in ‘PY an assas- 
the world of computer sin. Your jour- 
games. Now SSI jumps on__"€Y begins In 
the bandwagon, joining a nearby forest 
the ranks of such games as Alone in as you make 
Price: $65 CD; $80 Floppy the Dark, Uninvited and even the clas- YOU way through abandoned huts, 
Available: Now sic Lurking Horror, by involving the cemeteries and even castles to retrieve 
Genre: Role-Playing player in a bloodcurdling story of hor- the sacred amulet. a 
Media: Floppy Disk and CD-ROM ror and the undead. Designed by Ravenloft is presented in a first-per- 
ne a el ee DreamForge, Strahd’s Possession is the S°" Perspective, but offers two choices 
ublisher: : 
675 Almanor Ave. Suite 201 first in the gothic Ravenloft AD&D set- Of Movement: the classical, step-by- 
Sunnyvale, CA 94086-2901 ting, where Count Strahd holds an iron SteP Movement found in the Eye of the 
Phone: 800.448.8822 grip over the land of Barovia. After an B@No/der series and the point-of-view 
System Requirements: attack on Lord Dhelt, your party is style very similar to Ultima — 
IBM PC 386, 16 MHz determined to retrieve the Holy Amulet U7@erworld. This wise decision to 
Four Megabytes RAM 
13 Megabytes Free Hard Disk Space 
Contents: Holy Symbols and Armies 
of Undead 
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include both styles of play ensures a larger 
audience for Ravenloft, and it’s a feature | 
hope more companies will consider in 
their games. The interface is a simple 
point-and-click system, complete with 
inventory boxes to store items and “paper 
doll” dummies to attach pieces of armor 
and weaponry to. The entire system is 
easy to use, and very little trouble was 
encountered in getting used to everything. 

NPC interaction occurs through a sim- 
plified system of multiple choice respons- 
es, while combat is conducted by simply 
clicking the mouse button and your party 
swings and hits until someone or some- 
thing is dead (or is that undead?). The only 
complaint | have against combat (actually, 
the entire game) is that monsters tend to 
jump around a little too much while fight- 
ing. In games like U/tima Underworld, the 
combat felt more natural; if a monster 
moved left or right out of view, it was easy 
to follow it. But, in Ravenloft, they tend to 
jump out of view, and that leaves you 
guessing for a split second where they 
went. It’s a bit awkward, and you'll defi- 
nitely have to get used to it, especially if 
you graduated from playing Ultima 
Underworld. 

You'll instantly notice the sharpness of 
the graphics because Ravenloft uses a not- 
too-often-seen resolution of 320 x 400, 
effectively giving it twice the sharpness of 
other games that use a similar perspective. 
The increased resolution comes at a cost, 
however; the scrolling in point-of-view 
mode is not quite as smooth as other 
games that use the standard 320 x 200 res- 
olution. It’s definitely playable, but don’t 
expect a game that runs as fast or as 
smoothly as Doom. 


The music is very atmospheric, espe- 
cially if you happen to own a soundboard 
that’s General Midi compliant. | can’t help 
but get shivers when the background 
music is accompanied by a haunting 
organ playing ominously while you trav- gga 
el through a dark forest. Z 

Sound effects are put to good use 
through the use of digitized effects such 
as wolf howls and the crashing of 


weapons during a fight. 
Ravenloft is by far one of the best 


gothic horror games available today. 
Chris Straka and DreamForge have gone 
to great lengths to provide a thoroughly 
entertaining game, and the effort his 
team put into making Strahd’s Possession 
is evident from the very start. Being famil- 
iar with Straka’s 
earlier works 

(The 

Summoning and 
Veil of 

Darkness), | 
immediately 

knew there 

would be a cap- 
tivating story, and 
Straka once again 
does not disap- 
point. The combat 
could stand some 
minor tweaking, 
but, that small com- 
plaint aside, | highly 
recommend 
Ravenloft: Strahd’s 
Possession for all 
computer role-play- 
ers. You won't be 
disappointed. 
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MIKE: 9 Engrossing story line. A must-have for RPGers. 
RON: 9 Ravenloft defines the standard for RPGs. 


JEFF: 8 Two perspectives for the price of one. 
CHRIS: 5 / just don’t like RPGs. 
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at does TFX stand time engine used to render the poly- 
gons. The physical viewpoint is fo- 
for Tactical Fighter cused around the pilot, as opposed to 
Experimental. the cockpit of the plane. In turn, this 
Shouldn't that be gives players the actual sensation of 


for? It’s an acronym 


TFE? Yeah, but it doesn’t sound any- being there. 
SO amazing is this graphics effort 


that you'll find yourself booting up the 
game just so you can check out the 
different views available in the virtual 


where near as good as TFX. 

Flight simulators, more than any 
other game genre, are the testing 
ground for new graphic technologies. 
The ability to es- 


With graphics tablish lifelike 


Surroundings 
. ; while being able 
like these, it to maintain a 
playable speed is 


HI FeVIE'W 


by Mike Davila 


can be very quite a feat for 
most program- 

easy to forget mers. And that’s 
the goal that TFX 

about the rest tries to establish 
with its graphics 
engine. 

of the game. TFX’s British 


developer, Digi- 
tal Image De- 
sign, has been 
working on this 
engine for a long 
time, with the 
Original concept 
coming from the 
British military. 
What makes the 
graphics so in- 
tense is the real- 


Price: $49.95 

Available: Now 

Genre: Flight Simulator 

Media: CD-ROM 

Developer: Digital Image Design Ltd. 
Publisher: Ocean of America 

1855 O'Toole Ave. 

San Jose, CA 95131 

Phone: 408.954.0201 

System Requirements: 

IBM PC 386, 33 MHz (486 Recommended) 
Two Megabytes Free RAM 

12-16 Megabytes Hard Disk Space 
Contents: Jet Fighters, Explosions, Missions 
and Horizons 
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your craft. Hit still another key, and watch 
your own plane buzz by you and then dis- 
appear into the horizon. | guarantee you 
won't get tired of doing this. 

There are three rent types of air- 
craft available: the ofighter 2000, the 
F-117 Stealth Fighter and the YF-22 Su- 
perstar. Of these, the first and last are not 
yet in active service 
a 
| 


cockpit. Hit one key, look over your right 
shoulder. Hit another key, you're behind 


ywhere. 

Il throughout play- 

TFX, | found myself 
uncomfortable at the 
trols. Not just in fly- 
he fighters, but 
in moving around 
he game’s environ- 
ent. At first, | couldn't 
my finger on It, but 
then | realized that the 
problem was In the 
awkwardness of the in- 
terface layout. An im- 
portant lesson could 
have been learned 
here from the Aces 
Over series. 

Another area where 
TFX shows some 
promise is in the wide 
variety of types of 
game play available. If 
you just like to shoot 


c 
| 
a 


up enemies and blow things up, then you 
can select arcade mode, complete with 
the standard three lives. If you want some 
custom missions in Yugoslavia (or what’s 
left of it), you can create those too, in the 
UN Commander option. If you need some 
practice, then select the simulator. If you 
want the full works, select Flashpoints. 
You are never confined to rigid bound- 
aries of play. 

When it comes to music, the first time | 
played 7TFX | was impressed with the cool 
rock soundtrack. Afterwards, | was an- 
noyed and found myself turning the vol- 
ume down. The obviously extreme and 
ambitious effort here becomes too over- 
bearing. TFX would have benefited from 
reducing the musical ex- 
cess. Remember, this is a 
flight simulator. 


OVERALL 


GRAPHICS 
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PLAYABILITY, SOUND EFFECTS, S VALUE 


MUSIC, ORIGINALITY 


The real-time rendering is fantastic. 
Great polygons. 
Graphics aside, the variety of options is plentiful. 
The graphics make this a sim superior. 
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WM FeVIEW 


by Bernard Dy 


Goblins 3 is 
successful in 
making itself 
accessible to 
its targeted 
market In 
some impor- 


Help Blount 
find the King 
and Queen for 
an interview. 
In the 
process, make 
friends and 
visit fantastic 
places. 


tant ways. 


Price: $29.95 

Available: Now 

Genre: Adventure/Puzzle 

Media: CD-ROM or Floppy Disk 
Developer: Coktel Vision 

Publisher: Sierra On-Line 

P.O. Box 978 

Oakhurst, CA 93644 

Phone: 800.757.7707 

System Requirements: IBM PC 386 
VGA Graphics Card, DOS 5.0, Two 
Megabytes RAM, 17 Megabytes Hard Disk 
Space 

Contents: Goblins, Insanity, Lycanthropy, 
High Jinks, Sidekicks and Alchemy 
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hey’re baaack! The goblins 
have returned! Unlike the 
first Goblins Quests, where 
two or three goblins 
starred, the third foray into 
this odd fantasy world centers around 
Blount (pronounced “blunt”). He’s a 
reporter for the Goblin News. Blount is 
trying to secure audiences with the 
leaders of rival tribes in the Labyrinth, 
the King and Queen, for interviews. To 
do it, Blount must travel through the 
Labyrinth. No one has ever passed 
through before and kept his sanity. 

In fact, Sierra claims you may drive 
your family insane with the zany puz- 
Zles in Goblins 3. It may be right. 
Unfortunately, this is both good and 


bad. Goblins 3 is chock full of puzzles, 
but | was divided on some of 
them. There is a mix of easy, hard 
and downright frustrating chal- 
lenges. The puzzles are spread out 
over the Labyrinth, which compris- 
es a total of about 20 screens. 
Some of the puzzles involve con- 
nected sets of two or three 
screens. 

Goblins 3 is successful in mak- 
ing itself accessible to its targeted 
market in some important ways: 1) 
In respect to both encumbrance 


and necessity, the user never has to worry 
about inventory. Blount can carry unlimit- 
ed objects, and, when he enters another 


as mild prods and 
become obvious 
only at the user's 


ei” 


Goblins Quest 3 bills itself as 
family fare of good nature, but 
it should give even experienced 
gamers plenty to wrestle with. 


puzzle set, all of the items he will need are 
there; 2) The game narrows focus in each 
puzzle by forcing the user to finish a set 


request. 
Surprisingly, 
there is perhaps as much here for older 


before continuing to the next, and the puz- 
zles are presented in a linear sequence; 3) 
The interface is easy to use; and 4) Goblins 
3 provides five jokers (hints or walk- 
throughs of a puzzle screen for use when 
you’re stumped). 

| found other elements of Goblins 3 less 
palatable. Many of the puzzles are ambigu- 
ous or totally illogical. Because the inter- 
face is driven solely by clicking selected 
objects on others for effect, there is a limit- 
ed number of possibilities to try. If you are 
patient, you can experiment with all 
objects to solve the puzzles, though some 
will find logical challenges more sensible. 


gamers as there is for younger ones. One 
warning: Goblins 3 makes references to 
death, resurrection, lycanthropy and 
images of angels and demons. Though 
drawn facetiously and apparently harm- 
less, the material may be a source of con- 
cern for sensitive users. 

In all other areas, Goblins 3 succeeds as 
a Sierra adventure. The graphics are a bit 
simple, but still very nice, especially some 
of the backgrounds. The animations are 
hilarious. Blount and his sidekicks should 
be amusing to anyone, though some of 
their accompanying 
sound effects will 


annoy over the 
course of many play 
hours. An advantage 
of the CD medi- 

um, well present- 

ed here, is the 
excellent quality 

of the gentle back- 


ground music. 
Goblins 3 isa 


fantastic and 
whimsical adventure, 7 
indeed, and a bargain 
for the price. 
However, some of its 
imagery and the 
abstractness of the 
puzzles may cause it | 
to miss the targeted © : ai 
family audience. i 


Sometimes | wished they would have 
given more than five jokers. In addition, 
jokers should have been handled like 
Sierra’s hint books, where hints start out 
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MUSIC, ORIGINALITY, SOUND EFFECTS 


PLAYABILITY 


Goblins Quest 3 multimedia edi- 
tion contains many familiar Sierra 
conventions. There are great 
graphics, music, sounds and a 


familiar interface. JEFF: 8 Cute and wacky puzzles. Sierra could use a better scriptwriter. 


MIKE: 7 The puzzles were too off-the-wall for my taste. 


RON: 7 A little too frustrating at times. 
CHRIS: 4 Too cute for me! 
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by Danny Han 


Al-Qadim has 
Its share of 


adventure- 
style 
game play. 


|-Qadim: The Ge- Sun, it’s modified to fit the mold of an 
nie’s Curse is the action/adventure hybrid rather than a 
second release true role-playing game. You're given a 


since Dark Sun: bird's-eye view of the action with your 
hattared Lands character positioned in the center of the 
that uses SSI’s 16-bit “gold box” 
engine. Assuming the role of a Price: $70 
male corsair (sorry, ladies), Available: Now 


you've taken on the challenge of sol Scie copia nate 
a powerful genie to restore honor |ipMMapinemlitd id st Medes ice 


: Developer: Cyberlore Studios/TSR 
to your family name. Publisher: SS| 


Though The Genie’s Curse 675 Almanor Ave., Suite 201 
shares a similar engine to Dark Sunnyvale, CA 94086-2901 


Phone: 800.448.8822 

System Requirements: 

IBM PC 386, 16 MHz 

Four Megabytes RAM 

15 Megabytes Free Hard Disk Space 
Contents: Moderate Arcade Action 
Wrapped in an Arabian Nights Setting 


Fight your way through diabolical traps in 
one of many tests of speed and reflexes. 
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screen. The screen scrolls to keep your 
player centered, and the action com- 
mences in real time. Combat, as an exam- 
ple, commences in real time when a mon- 
ster approaches off-screen, and you'll have 
to use quick reflexes to move your charac- 
ter and get some swings in. If the game Is 
sounding more like an exercise in fast re- 
flexes and an even faster trigger finger, 
you wouldn't be far from the mark. 

Fortunately, A/-Oadim has an easy-to- 
use interface, and parts where it gets most 
intense (as far as reflexes go) usually re- 
quire a good sense of steering when it 
comes to moving your character. The first 
test of your arcade skills comes at the very 
start of the game, where you must com- 
plete a gamut of obstacle course-style tests 
while maintaining a certain speed. Get 
through this (it isn’t very difficult), and 
you'll know for the most part whether or 
not you are up for the rest of the game. 
Just be sure to keep in mind that Al-Oadim 
is an action-oriented game, so, if this is fa- 
miliar ground, you don’t have much to 
worry about. 

Al-Qadim has its share of adventure- 
style game play, including full conversa- 
tions with NPCs using a multiple choice 
system of questions and responses. There 
are times when you'll even have to stealth- 
ily approach an ongoing conversation so 
you can eavesdrop on the private discus- 
sion. Also true to the adventure-gaming 
feel, your character gains levels and be- 
comes more proficient in skills that range 
from attacking and defending to stealthy 
movement. And, last but not least, magic 
plays an important part (after all, how else 


do you expect to chal- 
lenge a genie but on its 
own terms?). Through 
the use of crystal shards, 
your character can un- 
leash powerful spells, all fully automated 
with excellent animations and convincing 
sound effects. 

Graphically, Al-Qadim isn't on the cut- 
ting edge, but the game’s visuals are ade- 
quate in setting the mood for an Arabian 
tale. Monsters are well animated, and 
you'll be surprised at some of the larger 
graphics, particularly from certain NPCs. 
Sound effects are nearly all digitized, and 
I'd venture to say they’re some of the best 
from any SSI game so far. 

Al-Qadim is not 
for gamers who'd 
rather avoid Nin- 
tendo-style 
game play (i.e., 
lots of running 
and sword 
swinging), but 
those who don't 
mind challeng- 
ing their reflexes 
will find a fun game 
with a great story. 
Al-Qadim doesn't 
necessarily mix to- 
gether the action 
and adventure gen- 
res (video-game 
systems have been 
doing it since day 
one), but it’s re- 
freshing to see this 
style of game on the 
IBM PC, especially 
when it’s a solid 
game from the start 
to the finish. 
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RON: 8 Entertaining action, but not overbearing. 
MIKE: 7 Prince of Persia meets King’s Quest. 


JEFF: 6 Nintendo on your IBM PC. 
CHRIS: 5 Contains elves, an automatic 5 points off. 


by Alfred Giovetti 
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The SLQ-32 is 
the most ef- 
fective sensor 
system on the 
ship. The pas- 
Sive sonar dis- 
play detects 
radar-emitting 
ships, aircraft 
and missiles. 


Now 


Naval Simulation 


CD-ROM 


Software Sorcery 
Time Warner Interactive Group 


2210 Olive Ave. 


Burbank, CA 91506 
800.482.3766 


Subs and Sailors 
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IBM PC 386 DX, 
25 MHz, SVGA/VESA Graphics Card, Sound 
Blaster Compatible Sound Card, Four Megabytes 
RAM, 150 KB/second CD-ROM 

Cruisers, Cruise Missiles, Planes, 


he Aegis is 
tracking three 
Mirage jets 
flying directly 
toward the 
ship at 900 knots at a distance of 100 
nautical miles (nm). On the surface, 
one enemy destroyer and one cruiser 
close for the kill at a speed of 29 knots. 
Under the surface, a submarine waits 
to sneak a torpedo past the Aegis’ 
defenses. The Combat Information 
Center (CIC) tracks these multiple 
threats and readies Aegis’ eight 
onboard weapons systems to engage 
and destroy all threats above, on and 
below the sea. Now, if they would only 
launch their attacks one at a time, you 
would have it made. 

Aegis is a high-resolution, 
480 x 200 x 256-color, real-time, tactical, 
ship-to-ship combat system with the 
high-tech, multiple-missile-based 
weapons system, Ticonderoga class 
Aegis cruiser at its center. The Aegis 
can track and engage multiple targets 
with an onboard capacity of over 100 
missiles divided into four types, two 
gun systems and two torpedo launch- 
ers. The Aegis’ CIC display can simul- 
taneously track, engage and destroy 
aggressor jet fighters, missiles, cruis- 
ers and submarines. Each battle is 
played out in the 500nm radius of the 
Area of Operations Map. 
Comparing Aegis with Harpoon is 
inevitable. Harpoon’s 
theater of operations 
is much larger, and 
all the ships in one 
theater are player- 
controlled. In Aegis, 
you only control 


~eet 


your ship directly and give commands 
to other ships in a small task force. But 
tactical naval warfare in Aegis is on a 
larger scale than ground or air combat. 
With each ship comprising as many as 
3,000 crew members, sea combat 
becomes intricately more complicated, 
with higher stakes riding on the deci- 
sions of one man, the Aegis Captain, 
who is entrusted with the safety of all 
the friendly ships nearby. 

Aegis comes with seven different 
theaters of operations—called bat- 
tles—based upon historical missile 
combat, starting with the 1982 
Falklands war and 1986 Libya conflict, 
and ending with two hypothetical sce- 
narios based upon recent political situ- 
ations: the Black Sea 1992 and the 
Adriatic Sea 1993. One battle is an 
organized series of progressively more 
difficult training missions. Each battle 
represents about 20 missions that can 
be played, in any order, as single mis- 
sions or in the original historical battle 


order; or the entire series of battles can be 
played as a campaign. 

Aegis uses CD-ROM technology to pack- 
age an impressive group of on-line fea- 
tures. The James’ Warbook contains 
detailed information and illustrations of all 
ships, submarines, aircraft and missiles in 
Aegis. The electronic book provides mis- 
sion background, strategy and historical 
outcomes in text, photos and bibliography. 
The CD player allows you to hear music as 
you read the book or play the game. While 
on-line books have automated features, 
such as bookmarks and cross-referencing, | 
would have preferred it if the woefully 
inadequate paper manual that came with 
the game had contained this information, 
since | found it inconvenient to stop the 
action to read the electronic book. 

The Aegis is primarily an Anti-Air 
Warfare (AAW) ship that is positioned 
between a fleet of ships and the expected 
route of the attack of the fleet. With over 
40 standard surface-to-air missiles (SAMs), 
Aegis can literally eat up enemy missiles 


The most 
attractive 
screen in 
the game is 
the tactical 
display, a 
3-D “holo- 
graphic” 
view show- 
ing the 
movement 
of every- 
thing in the 
battle. 


and planes that launch missiles as they 
come into range. Aegis’ anti-submarine 
warfare (ASW) capabilities include stan- 
dard ASCAP torpedoes, ASROC missiles 
that fly to the target area, submerge and 
impact the submarine and SH-60 heli- 
copters that fly to and drop torpedoes 
directly on the submarine’s position. The 
harpoon and tomahawk missiles provide 


Aegis with long-range surface-to-surface 
capabill against other ships and 
ground-based targets. 


The tactical display, a 3-D view of mov- 
ing ships, aircraft, submarines and mis- 
siles, complete with explosions and launch 
sounds, is similar to the ship plot board, 


and an active place to keep tabs on the 
battle. T compression of up to 32 times 
allows you to move the action, but does 

not turn automatically or by single key- 


stroke when things get dangerous, such as 
when a missile comes in at close range. 


Standard radar, sonar and SQI-32 
console control detection and coun- 
termeasures are present, but the 


real action is in the interception 


of inco . Full-motion video 
clips, complete with sound, show 
the fleet and weapons systems 


firing and tracking. 

Aegis suffers from a poor 
paper m al and poor control 
of time pression, but it is a 
fun-to-play product with many inter 
esting, high-resolution graphic dis- 
plays of intense action. 


OVERALL 


A more effective use of the CD could have been made. 
The starship Enterprise of the sea. 
An improvement over its previous title, Jutland. 
Easy to jump right into; not too much hassle. 
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IMT FEVIEW 


by Bernard Dy 


The game is 
enhanced with 


black-and-white 
film clips from 
The Private Life 


of Henry the VIII 
and Alexander 
Nevsky. 


Price: N/A 

Available: Now 

Genre: Strategy Simulation 
Media: CD-ROM 

Developer: Quicksilver Software 
Publisher: Interplay 

17922 Fitch Ave. 

Irvine, CA 92714 

Phone: 714.553.6655 

System Requirements: 

IBM PC 386 SX, 20 MHz, DOS 5.0, 
Super VGA 

Two Megabytes RAM 

17 Megabytes Hard Disk Space 
Contents: Videos, History Lessons 
Armies, Intrigue and Politics 
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astles Il CD: Siege and Con- 
quest, like Buzz Aldrin’s Race 
Into Space and SimCity, is 
another of the programs that 
Interplay has decided to 
groom, dress in a new Coat and send 
back to the market. In each of these 
products’ second incarnations, the orig- 
inal product has been moved to the 
compact disc format and given a 
bounty of new features. 

For those who missed Castles // the 
first time it was released, a brief synop- 
Sis: Set during the 100 Years War in 
France, the player is a leader tasked 
with replacing the recently deceased 
King. By earning the favor of the Pope, 
and by keeping the faith of his subjects, 
the player can succeed in earning the 
title. The careful administration of re- 
sources, diplomatic relations and mili- 
tary strength is paramount to this task. 
Building castles can have an effect on 
all of these things, as they increase mili- 
tary might, keep your loyal subjects 
protected and help prevent any possible 
revolts. 

That said, the basic game is largely 
unchanged. The interface and concepts 
are the same, and, as it was in floppy 
format, Castles // remains a fine and 
challenging game on CD. The presenta- 
tion additions are the most notable 
changes from the original. 

The game is enhanced with black- 
and-white film clips from The Private 
Life of Henry the VIll and Alexander 
Nevsky. These clips often represent 
traveling diplomatic envoys, marching 
soldiers or revolting citizens. They are 
well chosen and, while not functional in 
game play, do add a nice ambiance. 
Some use of the clips was seen in the 


ii CD 


ege & Conquest 


Original game, but they are now accom- 
panied by voice. The digitized speech is 
also a major addition to the tutorial and 
subplots. The subplots add humor, per- 
sonality and intrigue to the already in- 
teresting campaign. The game’s back- 
ground music is appropriately of 
medieval inflection and, though a bit 
flat, does not distract from the voices or 
irritate the user. 

Principal of the new features, how- 
ever, are the 28 minutes of BBC docu- 
mentary color footage on castle history 
and architecture. They are impressive 
because they use the full screen, some- 
thing most video CDs do not. The 


BBC footage teaches the user 
about the history of castles. Un- 
like the confined video in some 
programs, most of these clips 
use the full screen. 


WINDSOR CASTLE 


* Concentric Designs * Central keep 
* These gostern entrances 
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fie Catopult complete 


Infantry 
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S aacak sound is slightly hampered by pops and 
| clicks, but is otherwise clear and the narra- 
tors are well versed in the subjects. The 
footage is excellent and very illustrative, a 
fine primer for the game and anyone inter- 
ested in castles. In addition, there are intro- 
ductions to selected famous castles. These 
ae §=6presentations are a combination of color 
— - ~ photos, clips and voice narration. These 
castles’ floor plans can be imported as 
templates for the user’s own castles in the 
game. A glossary of castle-related terms 


rounds out the new offerings. 
Of course, the information is introduc- 


tory material and will not serve castle afi- 
cionados well as a reference tool. Addi- 
tional discussion on medieval weaponry, 
politics and castle 
lifestyle would 
have been ap- 
preciated. Nev- 
ertheless, Cas- 
tles [| CD is an 
outstanding 
production that 
gives credibility 

to the increasingly 
trite buzzword 
“multimedia.” The 
documentary and 
interactive game 
combine to edu- 
cate and entertain 
game audiences of 2 
all ages. 


| fin emissary from Jaleis (Relations Se ee 
| comes with a diplomatic mission. Eee Dec 21, 1516 «© 


| ORIGINALITY 
GRAPHICS, PLAYABILITY, SOUND EFFECTS, $ VALUE 


MUSIC 


CHRIS: 9 /t actually makes castles seem interesting! 


JEFF: 9 Documentary footage and tutorial ease you into castle building. 
WMIKE: 8 This is a perfect example of what edutainment should be like. Both entertaining and educational. 
RON: 8 /nformative and fun. 
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by Danny Han 


Over 30 mis- 
SIONS are avail- 
able in Sea 
Wolf, but the 
missions aren't 
linked in any 


particular way. 


‘Seeeeek: 20 hwoter 
Sire: SOSwGGn3i5 fr 


N/A 
ie: Now 
Simulation 
Floppy Disk 
Electronic Arts 
: w: Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404-2064 
, e@: 415.571.7171 


IBM PC 386, 16 MHz 
Four Megabytes RAM 
19 Hard Disk Space 
} Subs, Nukes and Water 
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SSN-21 
Sea Wolf 


ohn Ratcliff’s 688 Attack Sub re- 
mains as one of the biggest- 
selling submarine games of all 
time, with close to 200,000 
copies sold to date. It comes as 
no surprise, then, that Electronic Arts 
decided it was about time a sequel was 
developed, and the usual enhance- 
ments to graphics and sounds were ob- 
viously required. 

One of the first things you'll notice 
with Sea Wolf is its lack of interior 
graphics. I’ve played submarine simula- 
tions before, and most of them provide 
static screens of the different areas 
within the submarine as you access 
them. For instance, setting up torpe- 
does in the torpedo room brought up 
an appropriate graphic display to reflect 
your new location within the sub- 
marine’s hull. 

Sea Wolf, however, only provides 
text, and, though graphics aren’t neces- 


The sonar display, also known as the water- 
fall display, receives information from your 
surrounding area in the form of colors and 
shades. 


sary to play the game, it certainly would 
have helped in delivering a sense of 
“you are there.” Maybe I’m too fond of 
games like Silent Service, but | just 
don't feel like I’m in a nuclear subma- 
rine with Sea Wolf. Most of 
phere is left to the music ant 
fects. One particular graphic 


waterfall display, grabbed my attention 
immediately. The waterfall display acts 
as your listening device Sea Wolf by 


in sound 
nges in 


displaying incoming variation 
within a 360° radius. Color che 
the waterfall display indicate possible 
disturbances in the water, from schools 
of fish to other water vessels. The dis- 
play trickles in information in real time, 


and, with the analyzer, you're then able 


brand-new one in the real 
rine simulators, and Sea Wi 
good effect. If you ever saw 
The Hunt for Red Octobera 
scenes where the sonarman sat pa- 

tiently sifting through sounds to iden- 
tify targets, you'll oy i where 


the waterfall display i from. 
The music, composed in part by 
George Sanger (a.k.a. The Fatman), re- 
flects the on-screen acti nd changes 
accordingly to suit the si ion. Sound 
effects are fully digitized, 
for torpedoes and missiles i 
and even digitized video 
voice-overs. It’s no surp 
and sound effects were 
cliff has done extensive work with IBM 
PC sound pioneers, inclu ohn 
Miles and The Fatman. 
Over 30 missions are 
Sea Wolf, but the missio 
in any particular way, m 
appointment of campaig 


ilable in 

n't linked 
the dis- 
rs. The 


Ships seen through the periscope appear somewhat blocky, but the rippling 
water effect and claps of thunder lighting up the screen are pretty intense. 


Oy... Ue em ea 


missions themselves are somewhat linear 
in that it’s your Sea Wo/f against the world; 
no stopping for repairs or setting up am- 
bushes with other commanders. Even the 
ability to actually save a game within a 
mission is missing, lending an air of “ar- 
cade” gaming to what should be a simula- 
tor. Other disappointments include poor ar- 
tificial intelligence and a remarkable 
resilience to torpedoes on the part of the 
enemy. (A ship takes one or two torpedo 
hits and it’s still going full steam ahead?!) 
Finally, the documentation is something 
out of a European computer game: short 
on paper and even shorter on words. Lots 
of information that should have been in the 
manual just did not appear, and many 
gamers will be frustrated not only with the 
lack of technical information, but also with 
the lack of a tutorial or aid to help in get- 
ting you off to a good start in the game. 
Sea Wolf will find its audience with play- 
ers who enjoyed the original 688 Attack 
Sub (it’s a similar game in a new shell), but 
the hard-core simulation crowd will find 
the game too arcadish for their tastes. Re- 


a 
sci ch hahaa 


AST View 


gardless of your preference, however, the 
glaring omissions from the manual seri- 
ously hurt the overall value of the game. 
Not including information about the perfor- 
mance of missiles and torpedoes Is as glar- 


ing a mistake as not 
including a descrip- 
tion of spells ina 
role-playing game. 
And charging an 
extra $20 to gain 
this information 
in the form of a 
hint book is sim- 
ply ridiculous. 
The bottom 
line is, buy Sea 
Wolf if you're 
into great graph- 
ics and moody 
music. Don't buy = — 
Sea Wolfif youhate @ 
thin documentation, — 
arcade action over 1 
precise tactics and 
clunky interfaces. 


OVERALL 
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é GRAPHICS, ORIGINALITY 
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lay it in the closet for the complete experience. 


B This sub sim has no depth. 


Disappointing, almost as if the game was rushed. 


RON: 6 One too many sub simulations. 
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by Kevin McCann 


IM FeView 


With over 1,000 
different types 


of units, as well 
as the random 


scenario gener- 


ator, Tanks 
wont bore you 


with repetition 


anytime soon. 


soeP keine 4 


Jumping views is as simple as 
clicking on the area you wish to 
view. 
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f you think you've got what it 
takes to keep your cool, com- 
manding entire formations of roar- 
ing, armored steel into victory, 
then you've just breached the first 
requirement of War Game Construction 
Set Il: Tanks. As the name implies, 
Tanks is a tactical, tank-based war game 
that boasts a powerful scenario con- 
struction editor. 

Included are ten scenarios covering 
historical conflicts ranging from 1918 all 
the way through 1991 that will help to 
initially get your treads rolling. In addi- 
tion, there’s a random scenario genera- 
tor that allows you to pick nationalities, 
climate and force sizes, automatically 
mixing them to produce a new full- 
blown scenario in a matter of seconds. 
No two games need ever be the same. 
When you're ready to grab the helm 
completely, you'll find an in-depth sce- 
nario generator that lets you master- 
mind the creation of a scenario entirely. 

You can play against a friend or just 
the computer, choosing the computer’s 
skill level from easy to hard. You can 
even have the computer go against it- 
self if you just want to watch or test out 
a scenario. 

The interface is surprisingly easy to 
use, allowing players to get rolling with 
little reading and a few clicks of the 
mouse. Most of the screen is devoted to 


Price: $69.95 

Available: June 

Genre: Tactical War Game 
Media: Floppy Disk 
Developer: SSI 

Publisher: SS| 

675 Almanor Ave., Suite 201 
Sunnyvale, CA 94086-2901 
Phone: 408.737.6800 
System Requirements: 
IBM PC 386, 33 MHz 

Six Megabytes Hard Disk Space 
Contents: Panzers, Air Strikes and 
Infantry 


Set up both sides to your liking, taking 
into account formations, units, equip- 
ment and supplies, as well as personal 
factors such as morale and control. 


ain 
struction Set Il: 


a tactical close-up, with a small overall 
map that allows you to quickly jump to 
other formations and hot spots. Scrol- 
ling over the terrain is as intuitive as 
simply moving the mouse in the direc- 
tion you want to view. There’s also a 
wealth of information available con- 
cerning the status of your equipment, 
formations and air assets via the 
game’s menu bar. 

Don't start messing around with the 
scenario generator until you've blasted 
through a few scenarios and under- 
stand how Tanks works, though. The 
random terrain option allows you to 
throw together new terrain quickly and 
get right down 
to the business 
of assigning for- 
mations and 
units. But, if you 
want to be in 
total control, 
you can design 
the terrain lay- 
out yourself, 
choosing from 
arid, temperate 
and frozen tile 
sets, as well as 
the firmness of 
the ground, all 
of which affect 
movement and 
combat differ- 
ently. 

Scenarios 
can be under 
daylight, twi- 
light or night, 
coupled with 


Design your own country in no time. 
Numerous tile sets allow you to create the 
perfect setting for your scenario. 


tute  tatit 4 
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clear skies, light or heavy precipitation. 
Scenarios 1967 and forth allow some units 
to utilize thermal vision, providing better 
vision at night. 

Whether you want to mix a battle be- 
tween Germany’s World War II Panzers and 
modern-day American M1A1 Abrams, or 
play host to a more conventional war, the 
scenario generator gives your imagination 
full rein in creating the ultimate scenario, 
time paradoxes included. 

You have full control in setting the sup- 
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orth African can Sign ends . Allied forces invade italy. 
Red f ce Ye ance ican: 1943 chs 


Select the nationali- 
ties that you want to 
clash, as well as 
their eras, and let 
the metal-mashing 
begin. 


ply, equipment, control and morale levels 
for each formation. Depending on the time- 
frame, you can set the intensity of air 
strikes from light- or heavy-props all the 
way to heavy jets. 

All of your tanks and assets have de- 
tailed graphics representing them in the 
equipment window, while the terrain’s lay- 
out makes it easy to keep apprised of the 
situation at hand. From the roar of your 
tanks’ engines as they storm across the 
battlefield, to the blasts of infantry shelling 
enemies, the sound effects are of a better 
caliber than most war games and add to 
the overall atmosphere of the game. 

With over 1,000 different types of 
units, as well as the random scenario 
generator, Tanks won't bore you with 
repetition any- 
time soon. While 


Tanks’ easy- 
to-learn inter- 
face, hard- 
ened vets will © 
find much to 
flash their gritty 
smiles about in 
the technical ac- 
curacy and full- 
featured scenario 
generator, allow- 
ing them to dirty 
their hands dig- 
ging through 
even the small- 
est details for a 
long, long time. 


MUSIC, PLAVABILITY, SOUND ) EFFECTS ~ 
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MIKE: 7 The multitude of units makes the game, but the interface could have been improve 
RON: 6 ...but no tanks. 
CHRIS: 5 /’d rather join the army and drive a real one. 
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MT review 


by Jeffrey Adam Young 


You learn from your 
mistakes and mem- 
orize who will be 
shooting at you so 
you can be sure to 
shoot them first. 


RON: 7 Too hard to control. 
NIKE: 6 Weak graphics and play. 
CHRIS: 4 Where’s the gun? 
JEFF: 2 Stay away from this one. 


Price: $59.95 

Available: Now 

Genre: Action 

Media: CD-ROM : 
Developer: American Laser Games 
Publisher: American Laser Games 
4801 Lincoln Road, NE 
Albuquerque, NM 87109 

Phome: 505.880.1718 

System Requirements: 

IBM PC 286, With CD-ROM, DOS 3.3 
Sound Blaster Compatible Sound Card 
512 K RAM 

Contents: Shootouts, Guns and a 
Real Babe 
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oO phrase my answer in the 
form of a question: Who 
cares? Or, more accurately, 
whose idea was it to port 
this game over to the IBM 
PC without a gun? American Laser 
Games’ follow-up title to Mad Dog 
McCree, the Western shooter that 
incorporated live video footage with a 
light gun, is unimaginative and slightly 
entertaining to watch. That is, when 
someone else is playing. 

A campy send-up of gumshoe detec- 
tive films, Who Shot Johnny Rock? puts 
players in the wing tips of a hardboiled 
private dick with a handgun and a 
seemingly endless supply of ammuni- 
tion. Trying hard to present some sem- 
blance of a cohesive story line, Rock 
loses its credibility by unsuccessfully 
masking a mindless shoot-’em-up with 
overacted, underwritten scenes that 
break up the action. 

The original stand-up arcade version 
that found its way into pubs across 
America armed players with a solid 
metal gun to point at a large screen...or 
other bar patrons. This charm is miss- 
ing in the IBM PC version, and the lack 
of a gun interface is the game’s biggest 
downfall. 

The digitized video is full-screen but 
highly pixilated, adding to the frustra- 
tion factor. 
The game 
requires 
players to 
keep a 
close 
watch on 


o Shot | 
ohnny Rock? 


ananennine 


the movement of every character on 
the screen, but, because of the poor 
resolution associated with computer- 
ized video scenes, it is next to impossi- 
ble to tell the difference between an 
inanimate telephone pole and a tommy 
gun-toting bad guy. 

The sound effects are your only cue 
to go on, the innocent bystanders 
scream for help and the enemies come 
out shooting. Even the hit boxes are 
inaccurate, though. When the gun is 
placed directly on a mobster, the game 
often just doesn’t register the shot. 

When you're playing this game, you 
must employ the same strategy that is 
used for games like Dragon’s Lair, 
because the action sequences are 
almost always identical. You learn from 
your mistakes and memorize who will 
be shooting at you so you can be sure 
to shoot them first. 

This game’s one high point is the 
soundtrack. Although muddled speech 
detracts from the action, the gun and 
explosion sounds are pretty great. 

A convoluted story line, sloppy pro- 
gramming, pixilated graphics, bad act- 
ing and lame controls make ALG’s 
Who Shot Johnny Rock? a game to 
avoid at all costs. 


qually educational and enter- 
taining, Power Poker is an 
intriguing look into the stagger- 
ing number of card games that 
fall into the poker category. 
From your basic 5 Card Draw, to more 
exotic games such as Double-Barreled 
Shotgun, Heinz and Lamebrain Pete, 
designer Todd Ouzts proves, if nothing 
else, that he has most definitely done his 
homework. 

Though one-player play is possible, 
Power Poker is much more entertaining 
when played over a network. Somehow, 
trying to bluff the computer just isn't as 
exciting as trying to pull a fast one on an 
organic opponent. Players get to set the 
stakes: So play as miserly or as frivolously 
as you wish. Set the opening minimum 
and the maximum for each betting round. 
And the best part is that the chips just 
keep-a-comin’, so, if the sky is your limit, 
you'll at least get to 
keep your shirt at the 
end of the game. 

Features such as 
Dealer’s Choice, in 
which the dealing 
player gets to choose 
the style of play, add 
enjoyability and variety 
to the game. And, in 
the event you find 
yourself in a heated 
match of Spit-in-the- 
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$59.95 
Now 
Card Simulation 
Floppy Disk 
Scenario 
Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404-2064 
800.245.4525 


Mac Plus or Better 


One Megabyte RAM 
System 6.0.7 
Poker Until You Drop 
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FF: 8 Everything you need to know. 


ower Poker... 
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Ocean with no 
idea what you 
are doing, an 
easily accessi- 
ble Game 
Rules section 
gives exten- 
sive information on the individual games. 
Animation and sound effects add to the 
realism of the “simulation.” Videotaped 
faces represent the players and react to the 
progression of the game, smiling and gri- 
macing at every twist of luck (the 
Quicktime extension is required for this 
feature). Shuffling, dealing and the gather- 
ing of chips are all shown, and a synthe- 
sized voice gives the play-by-play of the 
action. And, while these features give the 
game a more authentic feeling, they are 
also its biggest drawback. They look and 
sound great, but they can be extremely 
tedious. On slower machines, it is highly 
recommended that you turn the ani- 
mation and sound effects off com- 
pletely. | found myself becoming 
very impatient with the amount of 


cially when | was losing. 
While it suffers 
slightly from its 
attempt to be more 
realistic, Power 
Poker is recom- 
mended for card- 
game enthusiasts 
who can afford 
the somewhat 
pricey ticket. 
It’s an intri- 
cate simula- = 
tion that is commendable just for 
the amount of knowledge you will 
gain about the game of poker. 


OVERAL 


Best when played over the net. 
Needs beer and cigars. 
Virtual poker? | don’t think so. 
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by Ron Dulin 


Big Bobtail: Four 
cards in sequence 
which can be filled to 
a straight flush by 
the draw of either 
the next lowest or 
the next highest card 
In sequence. 
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capsule reviews 


by Ron Dulin 
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Krusty’s Funhouse 


Price: $49.95 Genre: Action Pub: Hi Tech Expressions 


Tel: 800.447.6543 System: IBM PC Overall Rating: 5 


A, the curmudgeonly clown from The Simpsons, your funhouse has been 
overrun by rodents, and it’s your job to lead them to the traps that are oper- 
ated by other characters from the show. 

Part Lemmings and part Super Mario Bros., Krusty’s Funhouse lacks the origi- 
nality to step out of the shadows of the games that inspired it. The action is 
repetitive and unchallenging, and every level is basically the same. Though pos- 


sibly fun for youngsters (and we're talking preteens), serious gamers should 
steer clear. 


Lands of Lore 


Price: $74.99 Genre: Role-Playing Pub: Virgin 
Tel: 800.874.4606 System: IBM PC CD-ROM 


Overall Rating: 8 


reaking with the trend of having has-been actors star in CD-ROM games, 

Lands of Lore features the voice of Patrick Stewart (Star Trek: The Next Gen- 
eration’s Captain Picard). Lands of Lore sets itself apart with its intriguing puzzles 
and quick-moving action—sometimes too quickly moving; the combat breaks 
from the basic round-by-round format, and you'll have to be pretty darn quick 
with that mouse to survive your stronger adversaries. 


Coaster 


Price: $24.95 Genre: Simulation Pub: Disney Software 


Tel: 800.688.1520 System: IBM PC Overall Rating: 6 


Dp your own roller coaster or pick from one of the predesigned coasters, 
and then get a chance to “ride” it. Though the idea of a simulated thrill ride 
may seem to defeat the purpose, the game does have some interesting aspects. 
Among these are the rotating 3-D blueprint upon which you work and the ability 
to see your coaster operate under different gravitational conditions. While many 


will yawn at the complex designing techniques, Coaster is recommended for 
would-be architects and agoraphobics alike. 


Shadow Caster 


Price: $59.95 Genre: Action/Adventure Pub: Origin 


Tel: 800.245.4525 System: IBM PC Overall Rating: 8 


Wolfenstein-style, first-person perspective game at heart, Shadow Caster 
tries to break out of the mold of what has become a generic genre. You are 
given the ability to morph into other forms of beings (such as a four-armed cat 
and a floating eye with tentacles) and perform a variety of actions other than 
fighting. 

Shadow Caster contains some beautifully eerie graphics, such as a haunting 
scene where you must travel through a foggy maze. Unfortunately, the controls 
are so complex that an otherwise great game can become quite frustrating. 


capsule reviews 


Wrath of the Gods 


Price: $54.95 Genre: Action/Adventure Pub: Maxis Tel: 800.336.2947 


System: Mac CD-ROM Overall Rating: 7 


rath of the Gods combines advanced technology with an extremely old 
format. Walk around, pick up items and use those items to solve puzzles. 
While this is certainly nothing new, what makes the game stand out are the cine- 
matic graphics that show the possibilities of CD-ROM technology. 

For those with a knowledge of Greek mythology, the game should pose little 
challenge. And for those without, an “info” option allows you to learn while you 
play. My only complaint is that they tried to make the classical myths comical. 


Jeopardy! 
Sports Edition 


Price: $39.99 Genre: Simulation/Puzzle Pub: GameTek 
Tel: 305.935.3995 System: IBM PC Overall Rating: 7 


he title says it all: a home version of the TV game show entirely devoted to a 
questions about sports. With an authentic soundtrack, including Alex Tre- . a sane 7, RSEBAL gar | 
bek’s voice and the very familiar Jeopardy! theme, the game is an authentic | =: eae TARE FRB TEE 
adaptation. 200 5200 “5200 

Be warned: This version is for sports enthusiasts and sports enthusiasts only. 
Even the Novice Level is extremely challenging. 
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Archon Ultra 


Price: $49.95 Genre: Action/Strategy Pub: SSI 


Tel: 800.245.4525 System: IBM PC Overall Rating: 7 


Ae has appeared in many different forms over the years, originally for 
systems such as the C-64, Apple II and the Atari 800, and now Strategic Sim- 
ulations brings us this updated version created by the original Freefall Associ- 
ates. A strategic board game with similarities to chess, you must fight for control 
of the five “power points” located on the board. And | do mean fight When you 
land on one of your opponent's pieces, the game transforms to an arcade-style 
game in which you must defeat your foe. 

Though the graphics and game play have been updated, Archon Ultra is basi- 
cally the same as the original. Fun for sentimental reasons, but feels a bit dated. 


Pinball 2000 


Price: $14.95 Genre: Action Pub: Froggman Software i los 


Tel: 800.876.3764 System: IBM PC Overall Rating: 7 


Ff 


he problem with most video pinball games is that they don’t feel like pinball. Pin- 
ball 2000 tries to overcome this problem by adding more realistic features, such 
as ramps and ball-locks. And, while those features add to the enjoyment of the game, 
there are still some problems: You can only see part of the table at a time and the ball 
seems to float rather than roll, resulting in the air-hockey syndrome. But the game is 
fun, and with the $14.95 ticket, it’s worth it. 
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capsule reviews 


Fast Acti PAQ! 
Game Options ’ 


Price: N/A Genre: Action Pub: Mallard 


Tel: 214.539.2575 System: IBM PC Overall Rating: 7 


collection of simple arcade-type games that can only be described as “retro.” 
Four separate games, one of which bears a striking resemblance to Asteroids, 


one to Sabotage and two of which are pretty fun. Definitely not addictive, but a worth- 
while diversion nonetheless. 


The Lawnmower 
Vian 


Price: $69.95 Genre: Action/Strategy/Puzzle Pub: Sales Curve 


Interactive Tel: 310.577.1518 System: IBM PC CD-ROM 
Overall Rating: 9 


enetically akin to Dragon’s Lair or Space Ace, the action of this game is 
Ge basic. Other than an occasional puzzle, you just move and Jump when 
you are told to. Because of this, repeated plays are a must, and memorization 
and timing are 99% of the challenge. What makes The Lawnmower Manso spe- 
cial, however, are the graphics. While confusing in some areas, there are scenes 


in this game that are so breathtaking you will want to continue playing again and 
again just to see what comes next. 


Spectre VR 


Price: $49.95 Genre: Action Pub: Velocity Tel: 800.856.2489 


System: IBM PC Overall Rating: 8 


‘m not really sure what makes this game virtual reality, but that doesn’t make it 
any less fun. There have been a lot of additions to the earlier versions of Spec- 
tre, such as different weapons and different geographic features, which make the 


game play much more complex. Infinitely more entertaining over a network, but 
still good clean fun for one player. 


Evasive Action 


Price: $59.95 Genre: Simulation Pub: Mindscape U.K. 


Tel: 800.234.3088 System: IBM PC Overall Rating: 7 


heen to be a pilot in one of four different time periods, then dogfight or race 
against the computer or another person in split-screen mode (the game also 


works over a modem, which is always a plus). Good graphics with short cine- 


matic sequences make this game enjoyable, but the sensitive controls tend to be 
a bit frustrating. 
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Weapons Guide: 


Fists Your natural and, consequently, weakest 
weapon. 

Chain Saw Excellent weapon against demons and 
Specters, but not for fighting enemies with ranged 
weapons. 

Pistol Only marginally stronger than your fists, the pis- 
tol’s best use is for killing soldiers, and even they need 
a minimum of two shots before going down. 

Shotgun Inflicting heavy damage at close range while 
gradually spreading pellets over longer ranges, the 
shotgun is probably the most important and 


BFG-9000 


by Danny Han and Kevin McCann 
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Chain Saw 


Pistol 


Rocket Launehar 


useful weapon against all enemies. The only disadvan- 
tage is the slight reload time between shots. 

Chain Gun The chain gun derives its power from being 
automatic, raining a continuous stream of bullets upon 
your enemies. The only disadvantage is its narrow 
cone of fire. 

Rocket Launcher The rocket’s blast radius is great at 
taking out a group of enemies huddled together at a 
distance. With that in mind, don't use the rocket 
launcher in close combat, or the explosion will enve- 
lope you as well. 


ee) 


Shotgun 


Plasma Rifle 


Plasma Rifle Packing considerable power in each plas- 
ma bolt, this automatic weapon is great at disposing of 
all enemies quickly. On the downside, however, it’s also 
great at disposing of your energy cells. Save the plasma 
rifle for tougher enemies, such as Cacodemons and 
Barons of Hell. 

BFG-9000 Nothing tops the BFG-9000 (rumored to stand 
for “Big F#@%!*g Gun-9000") for a single burst of ener- 
gy, with its ability to easily clear out a room full of ene- 
mies in a single shot. Its most apparent drawback is that 
it takes a couple of seconds to “warm up” before firing. 


Former Human 


Lost Souls 


Monsters Guide: 


Former Humans It doesn't take much to blow these guys to 
hell; just one good shot with your shotgun and you can 
send them to their maker. 
One shotgun 
Yes (Damage 2%-40%) 
No 
Former Human Sergeants Only slightly tougher than a reg- 
ular former human, sergeants can absorb up to two shot- 
gun blasts, depending on the accuracy of the first hit. One 
good shot will take them out all the time. 
One shotgun 
Yes (Damage 2%-40%) 
No 
Imps These long-range cannons can really wreak havoc if 
you're unlucky enough to get caught in a small room with a 
group of them. 

They hurl fireballs with deadly accuracy, but, fortunate- 
ly, they don't know how to lead-shoot their targets. In other 
words, if you hear a fireball coming your way, just move. 
Imps are also capable of hand-to-hand combat, which they'll 
initiate anytime you're standing right next to one. 

One shotgun 


Yes (Damage 3%-25%) 


Cacodemon 


Yes (Damage 3%-25%) 
Demons These juggernauts have no long-range weapon- 
ry of any sort. Once they spot you (or hear you), they'll 
take off like a Mack truck, heading your way to gnaw off 
some sizable portions of flesh and bone. Kill one of these 
and you'll get a satisfying “thunk” when its massive 
corpse hits the floor. 
Three shotguns 
No 
Yes (Damage 3%-40%) 
Specters These Demons are imbued with some diabolical 
power that gives them the ability to remain somewhat 
invisible throughout all eternity (even after death). Just 
like Demons, Specters make a lot of grunting noises, 
which often times give them away. Word of advice: If you 
hear a Specter, keep yourself in a well-lit area in order to 
spot it more easily; stray into a darkened room and you'll 
be fighting blind. 
Three shotguns 
No 
Yes (Damage 3%-40%) 
Lost Souls The only warning these guys give when they re 
attacking is a high-pitched scream as they're cruising at 
a hundred miles per hour to ram you. If you hear this 


Doom Undead 


Former Sargeant 


Specter 


Baron of Hell 


scream, punch the run button to remove yourself from the 
target zone. 

One shotgun 

No 

Yes (3%-25%) 

Cacodemons They might be slow-moving, but Caco- 
demons not only have the ability to hurl fireballs of major 
damage, they can also levitate and change their altitude 
to reach you in high or low places. 

Using a chain gun, you can effectively keep a 
Cacodemon from hurling fireballs as long as you don't let 
up on the trigger. Punch enough holes in a Cacodemon 
and enjoy the slime show. 

Six shotguns 
Yes (5%-40%) 
No 
Barons of Hell Earthmovers with horns best describes 
the Barons of Hell. They hurl green globes of energy, 
and they can pound iron with their bare fists. They can 
take a beating, so you'll need to do a lot of running and 
shooting. 
13 shotguns 
Yes (10%-65%) 
Yes (10%-80%) 
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Inferno 


Knee-Deep in the Dead 


Shores of Hell 


End Bosses Guide: 
Knee-Deep in the Dead—Barons of Hell 

On the last level, you'll start off in a room full of Demons surrounded by toxic cans. Stand back 
and fire a rocket into the group of Demons, setting off the toxic cans, which will kill most of the 
Demons. Clean up the rest with your chain saw. 

Go to the far wall and press on it. A hidden cache of health and a computer map will be there. 
Pick these up and move on. As you go down the hallway, there are two rooms adjacent to one anoth- 
er, each with a Demon inside. Use the chain saw to kill the Demons, then grab the ammo in both 
rooms and pick up the armor. 

Once you feel you're set for the final round, go down the hallway and ride the elevator up. There's 
no going back now. Pull out your chain saw and move to a corner, but don't step off the elevator. 

Several Specters will attack you, but the chain saw will take them out. Once you've killed the 
immediate Specters in the area, charge forward between the two doors in front of you. As soon as 
you step off the elevator, two Barons of Hell will appear from behind those doors. Run past in between 
these so you're behind the Barons. Take out any remaining Specters in the area with your chain saw. 

Now concentrate on the Barons. If you have rockets, use these to weaken or kill them, but watch 
out that you don't blast yourself. Otherwise, resort to your chain gun. Should you run out of bullets, 
break out your shotgun and start pumping away. Watch out for their powerful green fireballs; step 
aside whenever they throw one. 

There are health units and ammo in the corners, so grab these if you need them. In a short time, 
you'll be on your way to the Shores of Hell. 


Shores of Hell—Greater Baron of Hell 

You know you're in trouble when you find yourself in a room with 
gutted Barons. Grab the mega-armor and push the northern button, | 
which will raise some stairs to the south. Run up the stairs and push 
the wall to get past. 
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End Game 


You'll enter a room full of rockets—pick them all up. Save the soul-spheres until you definitely 
need them. Now run outside and watch out for the Demonlord. He's half-Demon, half-machine, and 
spews forth automatic rockets. 

Use your shotgun to clear out the flaming skulls in the area, initially avoiding the Demonlord. Once 
you've cleared out all the skulls, it’s time to take him out. 

One of the best ways to weaken the Demonlord is to use the niches in the outside walls. Get him 
on one side with you on the other, and, whenever he steps into view through the niche, use your shot- 
gun and chain gun to blast him. Don't use your plasma rifle or rockets, though, as they won't pass 
through the niche. Be sure to stand a little back, or you'll be hit by his rockets impacting the other side 
of the wall. 

Once you're out of bullets and shells, resort to your plasma rifle. Lure him out into the open 
and let him have it. He doesn’t stand still for long—and, when he does, he’s firing his rockets. So 
you'll need to do a lot of sidestepping in order to shoot him and dodge his rockets. Don’t stand near 
any walls, or the rockets’ blasts will hit you as well. 

When you bleed your plasma gun dry, it’s time to go rocket against rocket. Use the sidestep- 
ping technique while firing rocket after rocket into the Demonlord. If you need healing, grab a soul- 
sphere. If you need rockets, there are plenty of them in the rooms. Don’t run into any of the rooms 
with the Demonlord hot on your trail, though. If you're cornered fighting him, you're history. Keep 
at him until you're triumphant and he’s nothing more than a pile of goo. 


Inferno—Spiderdemon 

You're at the final stage of hell. All you've got to do is blow away a couple more enemies and 
you'll be free. Simple? Of course not. 

Whip out your plasma rifle and get ready to do some pest control. You're up against two 
Cacodemons, a Baron and a Spiderdemon. The Spiderdemon is your main threat, capable of 
unleashing a breath-ending display of firepower. 

When you walk out from the hallway, grab the extra rockets and get ready to do some hot- 


Side Attack 


footing. To your immediate right is the Spiderdemon, while a Cacodemon is to your left. At the 
northeast corner is the other Cacodemon, while the Baron will approach you from the northwest. 

You don’t want to take the Spiderdemon on in a simple shootout. Instead, run straight to the 
building in the center and open the door. Inside, you'll find mega-armor and another plasma rifle. 
After picking these up, charge outside and play a game of crossfire with the Spiderdemon and the 
other monsters. Run behind the Baron and Cacodemons, so that the Spiderdemon’s gunfire hits 
them, turning them against the Spiderdemon. 

While the Spiderdemon is engaging them, use your plasma rifle to hit the Spiderdemon from 
a distance. Don’t waste the Cacodemons or Baron —you want them to damage the Spiderdemon 
as much as possible. The Spiderdemon will kill them in due time anyway. 

lf your plasma rifle runs dry before the Spiderdemon is killed, resort to your rocket launcher. 
Start rocketing him from a distance, and, if you run out of rockets, take off to the north, where 
you'll find stairs leading to an elevated pathway that outlines the area. You'll find a number of 
rockets to use against the Spiderdemon here. 

Since the Spiderdemon isn’t fast, you can keep your distance from him and pelt him with 
rockets without incurring too much damage yourself. When the Spiderdemon falls, congratulate 
yourself, for you've defeated Doom. It's only fair warning: You won't get much rest—Id plans a 
follow-up to the cliffhanger ending with the release of Doom 2: Hell on Earth (tentative name). 


Modem/Network Tips and Tactics 

lf the ammunition is running low on a particular level (and assuming you're allowed to), 
run for the nearest exit and give yourself a chance to reload with a new level. 

Guaranteed spots your opponents will visit are areas where a particular weapon Is located. 
lf you want to play especially dirty, stand over a plasma rifle and get ready to rock your opponent 
when he comes dashing for It. 

Never open a door and stand there waiting for it to open. Open then move off to the side, just 
in case your opponent is waiting at the other end holding a rocket with your name on it. 


Quick Reverse 


Listen to sounds very carefully: Doors opening in rapid succession are good examples of an 
opponent opening doors. Rapid gunfire can also betray your or an opponent's presence, as mon- 
sters have a very slow reload rate. Other examples of sound tips include rockets being fired or 
the sound of a plasma rifle ripping in the distance (you might even hear the occasional chain saw 
in action). 

Never run straight when you're being attacked; cut a zigzag pattern, either by changing your 
heading with an actual turn, or using a sidestep motion. 

Barrels can be moved a very short distance with two good punches. Just be sure your oppo- 
nent isn’t watching when you do this. If you know your opponent is in an area where there are 
lots of barrels (Level 1-2’s darkened maze is a good example), shoot barrels in the distance—you 
might get lucky. Likewise, don’t hang out too close to barrels yourself. 

This one’s pretty low, and requires a bit of luck. If you know exactly where your opponent is 
(and you know he doesn't have a clue about your location), type to him a question that he can't 
answer with a simple “yes” or “no.” While he’s typing his long response, pop out and blast him. 
(An example of a good question might be: “What modem initialization string are you using?”) 


Side Attack 

There are many corridors that open into broader areas. If you know your opponent will be 
coming through the end of a corridor, hug the wall of the entrance and cut loose with hot lead 
when he emerges. 


Quick Reverse 

If you're equipped with the rocket launcher and find yourself on the run with your opponent 
chasing you from behind, try this: Punch the speed up and haul butt backwards, then cut loose 
with a couple of rockets when your opponent goes ripping right past you. 


3 


“Fifty hours of game play,” | scoffeg ead the promotional 


flyer that came with my g D 2. “I'll just polish this 


puppy off onm all ls-Motion to rag em about 


it.” Litt Name would humble me as no 


strategy 


There were more than a few 


ready to dance the Funky Chicken all 


and tell the honchos at ComPUTER PLAYER 


rive was “defective or something.” Finally, with 


Dark 
2 


d Prozac, A/TD 2 was vanquished and this walk- 


by 


was written. (| like happy endings, don’t you?) Read 


Zach 


Dut be warned: You'll need some very sharp reflexes to get 


Meston 


1 


through this game, even with this walk-through at your side. 


l>Motion/Interplay for the IBM PC 


80 compuTERPlayer July 


Part I: Outside Hell’s Kitchen 

‘Entry Into Hell’s Kitchen: After the gate-bust- 
ing explosion, defeat the gangster as he gets up from 
the ground. He drops a Thompson, loading-clip 
and flask for you to pick up. Use the loading-clip in 
the Thompson and drink the flask for ten health 
points. Head up the walkway toward the house, stay- 
ing on the right side of the path. When you reach the 
two statues and the anchor, push the anchor to give 
yourself room to run into the Garden. Hurry up, 
before the gangsters start blasting you. 

The Garden: Run down the path, staying in the 
long passage through which you entered the hedge. 
Take the second left, then the first right, to find an 
area with four large playing cards on the ground. 
Take the hook near the cards, then walk onto the 
red Diamond to drop into The Underground. 

‘The Underground: Turn to the right and punch 
the heavyset thug. Push the chest forward and take 
the metallic Jack of Diamonds. An altar appears at 
the end of the passage. Walk up to the altar—picking 
up the torn notebook along the way—and use the 
metallic Jack to open a trapdoor. Turn around to fight 
the ghost figure with your fists or your Thompson. 
The ghost figure leaves behind a pirate sword. Run 
to the ladder at the opposite end of the passage, take 
the flask at the foot of the ladder and drink it. Climb 
up the ladder into The Garden. 

-The Garden: Get ready for what is, in my hum- 
ble opinion, the toughest part of the game. As soon 
as you're standing, run in the direction of the red 
Heart. Take the first left and follow the path until you 
can make another left. Take the left turn and follow 
the path to reach two huge vines. Use the pirate 
sword and swing it to kill the vines (but don't get too 
close, or the vines will strike you back). 

-Run forward to the statue of One-Eyed Jack. 
Use your Thompson to kill the peg-leg gangster by 
shooting him when he raises his leg to shoot. Use 
the hook in your inventory to create a hook and 
rope. Face the statue and use the hook and rope to 
pull down the statue’s arm and open a secret pas- 
sage. Pick up the page from a newspaper before 
you enter the passage. All this may sound easy, but 
you're heavily outnumbered and outgunned, so you'll 
be lucky to make it into the passage with ten health 
points left! 

*-Beneath the Statue: You'll fall off the ladder 
and lose all your weapons, but you won't be hurt. 
Pick up the nickel on the ground, the crank on the 
wooden bridge and the paper bag on the other side. 
Keep walking ahead to find the body of Ted Striker. 
Search his body to find a torn notebook and a pipe 
cleaner. (For a bit of sick fun, push Striker’s body off 
the ledge.) 

«Use either torn notebook in your inventory and 
read the newly created detective’s notebook. Walk 
up to the locked door. Use the page to push it under- 
neath the door. Use the pipe cleaner to push the key 
through the keyhole and make it land on the page. 
Use the key to unlock the door and go through. 


Entry Into Hell’s Kitchen 


The Underground 


The Statue 
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Shooting Gallery 


Santa Claus suit 
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Storeroom 


Kitchen 


*Storeroom: Use the paper bag to breathe into it. 
Run forward and stand on the left side of the lever. 
Use the paper bag to pop it and get the thug’s atten- 
tion. Quickly push the lever to drop the barrel into the 
thug and knock him into the ocean, through the same 
door you get dumped out of whenever you die (which 
is pretty damn frequently). Pick up the flask, manu- 
script and riot gun he leaves behind. 

*Walk behind the clock to find a hole. Use the 
crank on the clock to open up a secret passage near 
the barrels. Walk to the passage and pick up the 
book, then enter the passage. Pick up the car- 
tridges and use them to load the riot gun. Go into 
the elevator to ride up to Hell’s Kitchen. 


Part Il: Inside Hell’s Kitchen 

‘Basement: Go into your inventory and tear the 
Music Man Pact to kill the accordion-toting enemy, 
who leaves behind a hook. Take it and walk through 
the white door into the Laundry Room. 

‘Laundry Room: Pick up the battledore in the 
corner and go through the door into the Shooting 
Gallery. 

‘Shooting Gallery: Use the battledore to defeat 
the two thugs. (Go for the green thug first, since he 
only needs one hit to be killed.) When both thugs are 
dead, pick up the cartridges and use them to load 
up the riot gun. Use the gun to shoot the four targets 
against the far wall and rotate them to Diamonds. 
(You can also punch the targets to rotate them 
around, but each punch spins the target halfway 
around.) A secret passage opens up with a guard 
inside. Use the battledore to defeat him and go 
through the door into the Distillery. 

Distillery: Walk up to the shelves and take the 
bottle of whisky and flask. Drink the flask and 
search around the barrels at the end of the room to 
find two books. Use the nickel in the slot machine on 
the wall to win two tokens. Go back into the 
Shooting Gallery. 

‘Shooting Gallery: Walk up to the strange crea- 
ture and put the bottle of whisky on the ground. After 
the creature dies, pick up the sack and open it to find 
the Santa Claus suit. Use the suit to put it on and go 
up the stairs in the Laundry Room. 

-Ground Floor Hallway: Go to the Kitchen door 
and wait for the chef to start walking toward you. 
Walk onto the dark square next to the door and block 
the doorway so that the chef can’t get past you. The 
Statue of Neptune throws its trident at you, but the 
chef gets nailed instead of you. Walk up to the stat- 
ue and take the crown, then go into the Kitchen. 

‘Kitchen: Take the plate of fried eggs and the 
frying pan from the table. Eat the plate of eggs and 
use the frying pan. Attack the chef before he starts 
blowing darts at you. (You can block the darts with 
the pan.) Grab the bottle of wine and search the right 
side of the stove to find poison. Use the poison to 
make a bottle of poisoned wine. Leave the Kitchen 
and stand in front of the double doors next to the 
Kitchen door. 

-Guard Room: Drop the poisoned wine in front of 
the door, and the guards take it. Meanwhile, the 
creature whose Santa suit you stole appears and 
Starts shooting at you. He shoots and reloads much 
too quickly to attack him with the pan, so use a non- 
Stop barrage of quick punches to take him out. (I 
found it helpful to hide in the doorway of the room 
with the Christmas tree and punch him as he tried to 
walk in; this technique also works well at several 
other places in the game.) 

‘Walk up to the barrel organ and use the yellow 


token to make a doubloon appear. Pick up the dou- 
bloon and use the brown token in the barrel organ to 
open the door leading into the Dormitory. 

-Dormitory: Take the bulletproof vest on the 
bed, the loading-clip and the Thompson. Load up 
the Thompson and put on the vest. Walk back to the 
Ground Floor Hallway and go up the stairs to the 
First Floor Hallway. 

-First Floor Hallway: Shoot the gangster in 
the hallway. It’s important to connect with every 
shot, because the Thompson jams after 15 or so 
rounds of ammo. After blasting the gangster, go 
through the door into the Main Hall, then into the 
Billiards Room. 

*Billiards Room: As you enter the room, the 
gangster throws a derringer onto the pool table. 
How sporting (and stupid) of him! Take the derringer 
and use it to shoot him. (If you run out of ammo, 
switch to the Thompson until it jams, then the riot 
gun.) Pick up the sword-stick the gangster leaves 
behind and search the bookshelves at the end of the 
room to find a piece of parchment and a book. 

*First Floor Bedroom: Walk into the corner of 
the bedroom and use the sword-stick to battle the 
arms in the wall. Once they’re defeated, pick up the 
piece of parchment. Use either of the parchments 
in your inventory to create a message to read. 
Walk to the white statue and use the crown to open 
a door into a secret chamber. Walk into the 
Chamber of Sorcery and pick up the amulet to 
float up to the Loft. 

‘Loft: Take the flask and the message, then go 
through the door into the Attic Hallway. 

‘Attic Hallway: Go around the left corner and 
open the chest to find a Thompson and loading- 
clip. Load it up and defeat the two gangsters that 
enter the hallway. (Go for the big guy first, then take 
out his skinny cohort.) The big gangster leaves 
behind a key for you to take, and the skinny guy 
leaves behind a grenade and a flask. Walk into the 
Attic Junk Room. 

-Attic Junk Room: Use the doubloon in the jack- 
in-the-box and pick up the pompon from the ground. 
Walk into the Attic Bedroom. 

-Attic Bedroom: Walk through the room to the 
Garden door. Throw the pompon out the door and 
the evil puppet runs outside to retrieve it. While the 
puppet goes for the pompon and the snakes are 
going for the puppet, go into the Garden and face the 
chimney. Use the grenade in the chimney, then climb 
down into the Dining Room. 

‘Dining Room: Kill the three gangsters (the hid- 
ing-in-a-doorway technique mentioned earlier works 
extremely well here). Walk up to the Christmas tree 
and take the billiard ball. Return to the Billiards 
Room and use the billiard ball in the Chinese bil- 
liard table (the thing with poles and holes) to reveal 
a locked door. Use the key to unlock the door and go 
through into Jack’s Secret Room. 

-Jack’s Secret Room: After Jack leaves, use the 
hook to open the door. Run down the stairs and fol- 
low Jack to the Guard Room, where you’re caught by 
Jack’s evil mistress. 


Part Ill: The Galleon 

*-Prison Room: Now you’re in control of cute 
little Grace, who is absolutely defenseless and 
must avoid the pirates at all costs. Push the small- 
er of the two doors out of the way and go into the 
Guard Room. 

‘Guard Room: Take the bag of seeds on the 
floor and feed it to the parrot for a clue. Pick up the 


Attic Hallway 


Billiards Room 


Attic Bedroom 
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One-Eyed Jack 


sandwich and pepper pot from the table. Scarf 
the sandwich and walk to the map on the wall to 
check it out. Run through the door into the Second 
Level Corridor. 

‘Second Level Corridor: Turn left to run down 
the corridor and then turn right to hide under the 
Stairs. Once the guard walks past you, quickly dart 
out from the stairs and climb up the ladder at the end 
of the corridor. Climb up the second ladder to the 
Ship’s Deck. 

*Ship’s Deck: Slowly go from hiding place to hid- 
ing place to avoid being caught by the drunken 
Sailors. Hide behind the barrels and boxes that you 
see at the bottom of the screen when you first climb 
out onto the Deck. If you try to hide behind the other 
items, you'll get caught. Grab the tinder-box lighter 
before you climb down the hatch into Jack’s Cabin. 

‘Jack’s Cabin: Take the Captain’s staff from 
underneath the bed. Open the chest and take the 
small cannon. Put the cannon in front of the door to 
the outside corridor. Use the pepper pot and fill up 
the cannon with it. Now grab the small crystal vase 
from the bookshelf and throw it to get the attention of 
the pirate in the corridor. When he opens the door, 
use the tinder-box lighter to set off the cannon and 
kill him. Pick up the bell he drops, turn left, and go 
into the Ship’s Galley. 

*Ship’s Galley: Pick up the chicken foot and 
walk to the dumbwaiter (the blue panel). Ring the 
bell to climb into the dumbwaiter and ride down to 
the house Kitchen. 

‘Kitchen: Pick up the key on the floor and use 
it to unlock the blue cabinet. Take the pot of 
molasses and the icebox. Use the icebox on the 
ground to scatter some ice cubes and walk over to 
the door. Stick your tongue out at the gangster to 
make him come after you. Hide behind the ice 
cubes and the gangster slips and falls. Leave the 
Kitchen and go up the stairs to the First Floor 
Hallway. 

*First Floor Hallway: Use the pot of molasses 
to spill it onto the floor. The guard that comes after 
you gets stuck in the molasses. Walk into the 
Billiards Room. 

Billiards Room: Take the token from the end 
of the pool table. Walk to Jack’s desk and use the 
a 4 | ad Captain’s staff to get the key for the irons. Take 
ae 5 cl the key and walk into the Witch’s Room, then walk 

—. a to the Chamber of Sorcery (where you found the 

amulet earlier). Put the Captain’s staff on the flat 
stone to turn it into the Loa Staff. You appear in 
the Ground Floor Hallway. Then walk to the 
Guard Room. 
. *Guard Room: Place the teddy bear on the 
Jack’s Cabin . | | | ground underneath the bed in the wall (not the 
room with the five beds). Walk to the barrel organ 
and use the token. Hide on the side of the organ 
and a gangster gets killed by your cunning trap. 
Walk to the Kitchen, ring the bell and go down the 
dumbwaiter. You’ll be caught and returned to the 
Prison Room. 


Second Level Corridor 


Part IV: The Exciting Conclusion 

‘Prison Room: Press the right arrow key 
and hold it down to pick up the key. Take it 
and use it to unlock your shackles. Defeat 
the pirate and take his pirate sword. Walk 
into the next room and defeat the pirate to 
get a Thompson and flask. Walk into the 
corridor and run left, then turn around 
and defeat the third pirate for a short 
fuse and a pirate pistol. Open the 
Kitchen door between the lanterns to walk 
into the Liquor Store. 
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*Liquor Store: Use the sword to defeat the peg- 
leg pirate, who leaves behind ammunition, coat of 
mail, flask and pirate pistol. Put on the mail and 
push the barrel to the right to grab a second coat. 
Exit the Store and go through the door on your right 
into the Ship’s Hold. 

*Ship’s Hold: Kill the pirate in the hold and take 
the ammunition and flask. Walk back into the corri- 
dor and defeat the pirate, then go into the Foundry. 

‘Foundry: Use the sword to defeat the two 
blacksmiths. Search the furnace to find a poker 
and take the pliers from the workbench. Walk into 
one of the corners of the Foundry to find a quite 
useful key. Walk into the corridor and use the key 
to unlock the locked door, then go through into the 
Powder Magazine. 

*-Powder Magazine: Kill the pirate and take the 
keg of powder and the opuscle. Leave the room 
and climb up the ladder to the First Level Corridor. 
Go through the single door on one side of the corri- 
dor into the Cannon Room. Walk across the corridor 
and enter the Dormitory, filled with sleeping pirates. 

-Dormitory: Put the keg of powder on the floor, 
across from the cannon in the Cannon Room. Walk 
back into the Cannon Room and use the pliers to cut 
the chain holding the cannon in place. This wakes up 
the sleeping pirate, who attacks you aggressively. 
Defeat him to get ammunition. 

«Stand on the left side of the cannon and push it 
into place, pointing directly at the keg of powder. Use 
the short fuse on the cannon, then use the poker to 
light it and cause a mighty big bang. Run into the 
burned-out Dormitory and take the small pouch of 
gold coins and the flask from the end of the room. 
Go to the Ship’s Galley. 

*Ship’s Galley: The door is locked, but don’t fret. 
Use the small pouch to shake it and lure the two tiny 
chefs out of the Galley. Use the sword to defeat 
them. Enter the Galley and take the flask from the 
shelves. Open the door into the Pantry and defeat 
the cook to get a metallic Jack of Diamonds. Go to 
the locked door across from the Galley and use the 
metallic Jack to open it. Go inside, and you'll be 
trapped by a powerful spell. 

«Witch’s Room: You're back in control of Grace, 
but not for long this time around. Walk to the statue 
and use the Loa Staff in its hand to open up a secret 
passage. Walk to the altar in front of the witch and 
use the chicken foot to destroy her with some wicked 
cool magic. 

‘Witch’s Room: Run out of the room and climb 
up to the Ship’s Deck. 

*Ship’s Deck: Attack the Music Man and take the 
hook he leaves behind, then defeat the remaining 
pirates with the sword. Climb up the mast to the 
Lookout Post. 

‘Lookout Post: Defeat the pirate by driving him 
off the ledge or just by whacking him a few times. 
Use the hook while standing near the ladder to slide 
down the rope to the Mizzenmast. 

*Mizzenmast: Defeat the pirate with the sword. 
Jump down to the Ship's Deck and take Captain 
Nichol’s sword, which is stuck into the deck. 

‘Ship’s Deck: Cut through Grace’s chains with 
the pliers and prepare for the climactic battle with 
One-Eyed Jack. | found the best tactic was to hide 
behind one of the chests on the ship and keep swing- 
ing the sword constantly to whack Jack every time he 
got close; you may, of course, prefer your own attack 
strategy. However you do it, Jack actually needs to : st 
be killed twice, because he gets up and attacks a 
again after his first “death.” When Jack goes down 
for the second time, sit back and watch your 
extremely hard-earned ending sequence. 


Ship’s Deck 


Witch’s Room 
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etterman.) Vhis nifty walk-through 
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akes you through | score of 478 points; Sierra 
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tent with the game at several points, so I consider them to be lying weasels (and I 


mean that with all due respect). 
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The Alley (Prologue) 

Use your badge (+2) and notebook (+2) on Two Jack, the 
man in the red bandanna, and talk to him three times for informa- 
tion. Talk to Officer Woodbury (+3) to get the crime scene log. 
Unlock your trunk with your keys (+2) and pick up the homicide 
kit (+2). Use your badge (+2) and your notebook (+2) on Ray- 
mond Jones, the suspicious youth leaning against the fence. Talk 
to him three times for a heapin’ helpin’ of attitude. 

Open the dumpster to find the body of a young boy (+5) and 
use the notebook (+2) on it. Exit the dumpster close-up and use 
the notebook (+3) on the graffiti. Now take a close look at Hick- 
man’s body. Use the notebook (+3) on the body and the cigarette 
(+3) underneath its armpit. Open the homicide kit and take the 
chalk. Use the chalk on the body (+4) and the cigarette (+4). Exit 
the body close-up and talk to all four people on the scene, saving 
Chester for last. 


Monday (Day 1) 

After your chat with Lt. Block, walk through the door into the 
Detectives’ Office. Give the crime scene log (+2) to your delight- 
fully profane partner, Hal, and sit down at your desk. Pick up the 
memo (+2) from your in-box. Open the left-hand drawer and take 
the picture (+2), then open the right-hand drawer and take a 3.14 
Form. Go into the inventory and look at the memo (+2), the pic- 
ture (+2) and your badge (+3). See the blue number scribbled on 
the picture? Dial the number on your telephone and, after (what 
will seem like) about 800 rings, leave a message with the CRASH 
unit (+3). 

Go into the inventory and use the notebook en the 344 Form 
(+2). Give the form (+2) to Hal and talk to Hal about all possible 
topics. Use the 286/16 computer near Block’s office and enter the 
ID number from your badge (+4) and the password from the pic- 
ture (+4). Once in the database, look up the “Rude Boys Get 
Bail” file under Gang Information (+2). Read up on the other 
gangs for extra info and log out when you're finished. 

Leave the Detectives’ Office (out the rear left-hand corner of 
the room) and walk to the elevator. It’s too early for anyone else 
to be at the Center, so take the elevator down to the Lobby and 
walk outside. When the reporter badgers you with questions, 


South Central ¢ 


we 
. 


push her (+4) out of the way. When the map appears, click on RBG is 3 Violent 
2) ‘ : - led bu Raatopp Sp 
L.A. County Morgue (in section #4 on the map). stp Ret vig ete te 
Go into the Morgue. Show your badge to Sherry and walk Security number ex 


hahe. 


right into the Cold Box Room. Talk to the mortician a few times 
to suffer through his bad jokes. Pick up the personal belongings 
envelopes of Bob Hickman (+4) and Bobby Washington (+4) 
from the table next to the mortician and walk right into the Ex- 
amining Room. Look at Hickman’s body and use the notebook 
on him. Talk to Nobles about all possible topics. Leave the 
x Morgue and drive to the Los Angeles Police Academy (#11 on 
‘ the map). 
™ Enter the A¢ademy and take Form 13.5.1. Give the form to 
‘Bert (+2) and he places an ammo box on the counter. Use your 
“wallet on Bert (+1) to pay him for the box. Take the ammo and 
then the headgear from the counter. Walk right to the Shooting 
Range;Use the headgear on yourself (+1) and prepare to shoot. 
Equip the Beretta. When a target appears, line up the sight on 
the gun with the center of the target and fire as rapidly as you 
can. Both speed and accuracy are important. When you need to 
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reload, go into the inventory and click the Beretta on the ammo 
box (or vice versa). Achieve a score of at least 210 points (+4). 
Leave the range and return the headgear to Bert. Leave the 
Academy and drive to South Central L.A. (#12 on the map). 

You park your car in the Alley. Walk left to the entrance to 
the Mini Mart.Talk to Two Jack and give him your spare 
change three times (+2 for every handful of change; +6 total). 
Look at the newspaper headline (you don’t need to buy a paper, 
and you can’t get one anyway) and enter the Mini Mart. 

Use your notebook on Kim Chee (+2). Grab some glue (+2) 
from the oars on the right and an apple (+2) from the basket 


goods ( iFor 2 an amusing animation, — out the door with- 
out oayinal Leave the Mini Mart and walk two screens right to 
see. a little girl sitting next to the fence. Show her your badge 
(+2) and talk toher. When you run out of things to say, give her 
the apple (+2). Walk right to Mrs. Washington’s House. 
Show your badge to Mrs. Washington (+2) and give her 

Bobby’s envelope (+3). Talk to her about Bobby. When you’re 
ee i walk left four screens ( Pie the Mini Mart) to the 


talkip to hie until We roars to calf you aot any information (+4). 
Use the notebook on Emmo (+2) to record his name and ad- 
dress. Now use your badge gn the kneeling youth (+2), talk to 
him and use the notebook on him (+2). Walk into the burned- 
out building. 

Look at the graffiti on the wall and use your notebook to 


~ record it (+2). Take the putty knife out of the homicide kit and 
‘use it to loosen the bullets in each of the 16 bullet holes in the 


wall (+16). Take the baggies out of your kit and use them to 
collect all 16 bullets (+16). Walk left to your car and drive to 
Hickman’s House (#11 on the map). 

Knock on the door and talk to Valerie (+3) to enter the 
house. Wait for Katherine to enter the room and give her Bob’s 
envelope (+3). Katherine gives you Bob’s Kevlar vest. Talk to 
Katherine and save the question about drugs for last. Talk to 
Valerie several times and then open the hall closet (+5). Search 
the Jackets to find a bottle of sedatives (+2). Leave Hickman’s 
house and drive to Parker Center (#1 on the map). 

Walk into the Center and use the Parker Center ID badge 
on yourself (+3) to appease the guard. Walk to the elevator and 
go to the Basement. Give Julie the baggie of bullets (+1), the 
glue (+1) and the sedatives (+1). Take the elevator to the 4th 
Floor. Give Teddy the baggie of bullets (+3) and choose shelf 
storage (+2). Take the elevator to the 3rd Floor and walk to 
the Detectives’ Office. 

Sit down at your desk and pick up the ringing phone (+2). 
It’s Emmo, who wants you to meet him down at the burned-out 
building. Leave the Center and drive to South Central L.A. As 
soon as you get out of your car, click the WALK icon on yourself 
to take cover. (Alas, there’s nothing you can do to prevent 
Emmo from getting shot.) Put on the Kevlar vest (+3). Quickly 
use your keys to unlock the trunk (+2) and use the keys on the 
shotgun (+3). Pick up the shotgun (+2) and use it to blow away 
the bad guys (+5). 


Tuesday (Day 2) 

After getting chewed out by Lt. Block, leave his office. Take a 
3.14 Form and use your notebook on it (+2). Hal’s busy on the 
phone, so you can’t give him the form yet. Take the elevator to 
the Basement and talk to Julie to get your guns (+3). Talk to her 
again about all possible topics. Leave the Center and drive to the 
Academy. Get in some shooting practice by following the steps 
described earlier (+8). After your session, drive to Yo Money’s 
Estate (#8 on the map). 

Use your notebook on the chalk outline (+2) and walk to the 
front door of the estate. Look closely at the palm garden on the 
right side of the screen. Pick up the red shoe (+4), exit the close- 
up view and use the notebook on the palm garden (+2). Knock on 
the door, and the buff bodyguard Dannyd answers. Use the red 
shoe on Dannyd (+2), then use your badge (+2). Talk to Dannyd 
to go inside. 

Use the shoe on Nicolette (+3), Yo Money’s potty-mouthed 
girlfriend. Use the shoe on Money (+3). Talk to Money about en- 
emies (+3). Ask him about Dennis Walker (+3). Now talk to 
Nicolette. When the phone rings and Money and Nicolette turn 
away from you, take a cigarette out of the table ashtray (+4). | 
was never able to do this without Dannyd throwing me out, so 
you might want to grab the cigarette first, then come back inside 
(after a warning from Dannyd) to ask your questions. 

Return to Parker Center (remember to put on your ID badge in 
the Lobby). Go to your desk and take a 3.14 Form. Use the note- 
book on the form (+2). Give both of your completed 3.14 Forms 
to Hal (+2 per form; +4 total). Use the computer and look up the 
name “Walker” under Hate Crimes (+2). Leave the Center and 
drive to the Morgue. Talk to Nobles about all possible topics. 
Leave the Morgue and drive to South Central L.A. Walk to Mrs. 
Washington’s House. Talk to Mrs. Washington, then talk to La- 
Sondra. Ask heralhthree questions about the lady (+2 per ques- 
tion}+6 total). Leave S6uth Central L.A. and drive to Denhis 
Walker’s Place (#17 on théamap). 

Knock on the door. When Walker answers, show him your 
badge 2)"Palk to him, and he favites you inside. Talk to 
Walker until he suggests that you turn the music, down. Tum 
down the volume (+3)jand Walker bails whuéhis girlfriend 
charges you with a knife. Selectyyour Beg€tta from the inventory 
and quickly use it.omethé woman (+3)@Talk to the girlfriend (+4) 
to makeshef’freeze, and talk to her again (+4) to makesk@rdrop 
the knife. Use the handeuffs on hef (+3) to subdwu@her. 

You automatically return to Parker Center. Halk to Mrs, Gar- 
cia (who gets angry no matter wat you do, s@ don’t panic) and 
“examine your deskgPick up the Memo (+2) ahd look at it inthe 
inventory. (+2)Y ou missed Bob Setunerakeh DiohhiGraba 3-14 
Form, use your notebook on it (#2) and giveit to Hal (+2). 
Leave the Center and drive to Hi¢kman’s Houge. Talk to Kather- 
ine. When you leave, yow*automatically drive tothe Short Stop. 
Grab some pretzels*and have a swig of beer, butd@en't get too 
drunk or you'll miss an important COgversation with EAMBiecks 


Wednesday (Day 3) 

Walk to the front of City Hall and talk te@yeryone to answer 
their questions. After you talk to the Mayor, sclecyeur Beretta 
from the inventory and wait for Walker to stand up. Use the #” 
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Beretta on him (+3). Talk to Walker (+4)fto make him halt, and 
talk to him again (+4) to make him kneel] Use the handcuffs on 
him (+3) and ee automatically return to Parker Center. 

Fill out a 3.14 Form (+2) and give it to Hal (+2). Talk to Hal 
about all Martane ssn to make new locations show up on the 
all possibile topics. Go to the wos and té take the Tena out of 
the ashtray (+3). Leave the*%€enter and drive to the Academy 
Follow the steps from Day 2, with one exdeption: Fill out Form 
13.5.0 instead of 13.871. You also don’t néed to pay Bert for the’ 
ammo box. Score af least 210 points#£7). Leave the Academy, 
and drive to the Impound Lot @4 on the map). “ 

_ Show your badge to the m@gn in the window (+2) to get the 
password. Walk into the Impound Lot and talk to the mantwice 
(+2) to give him the password. Open the police. Car and lo look ins... 
side. Takethetern newspaper (+2) and look at it in your inven- 
tory (+2). Leaveithe Lot and drive to Hollygood and Vine (#6 
on the map). 

Talk to the man in front af Phe Bitty Kitty Club about all 
possible topics. Goynto the Club. Show your badgeto Electra 
(+2), the Stripper sifting at the bar. ShoWerthe shoe (+3) to 
find out about Barbie.GLalk to her about alll Possible topics. 
When she asks for a lighfQuse the lighter on the bar (+4). Leave 
the Bitty Kitty to catch somedhe ganclal nia your car, .Ri€k up 
the broken mirror from the street (@)eand ¢ go int® Ragin’ 
Records. Talk to Paul about all possible topics. Leave Holly- 
wood and Vine and drive to the Morgue. 

Show your badge to Sherry and walk into|the Examining 
Room. Talk to Sam about all possible topics, Leave the Morgue 
and drive to Griffith Park (#1.1on the. map), 
“the dog (+4) to scare it away. (You can also f€ed it the pretzels, 
but you only score +2.) Look closely at the trée and dig in the 

dirt to find a bone (+3). Use the notebook on the bone (+2). Get 

the box of baggies out of your homicide kit and use them to pick 
up the bone (+3). Leave the Park and drive to Parker Center. 
Go to the 3rd Floor, fill outa 3.14 Form (+2), and give it to 

Hal (+2). Go to the Basement and give the bone baggie to Julie 

(+1). She sends you to Property on the 4th Floor, but that de- 
partment is closed. Leave the Center and drive to the Morgue. 

Walk into the Examining Room to find Sam and Sherry en- 
~gaged in-hanky-panky. Talk to Sam about all possible topics. 

Give the bone baggie to Sam (+4). Leave the Morgue and drive 

to Hollywood and Vine. | 

Enter the Bitty Kitty Club. Show your badge to Barbie (+2). 

Talk to Barbie about all possible topics. Show the shoe to Barbie 

(+2). Leave-thebar and go into Ragin’ Records. Talk to Paul 

about all possible topics. Leave Ragin’ Records and drive to the 

Morgue to save Sherry from Kristy Bilden. 


Thursday (Day 4) 

Talk to Sam about all possible topics. Leave the Morgue and 
drive to the Academy. Get in some shooting practice, following 
the steps described in Day 2 (+8). Leave the Academy and drive 
to Parker Center. Go to the Basement and talk to Julie about all 
possible topics. Leave the Center and drive to the Impound Lot. 

Show your badge in the window (+2). Walk to the lot and 
talk to the man (+2). Examine the car’s front license plate (+4) 
and use the notebook on the plate. Leave the Lot and drive to 
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South Central L.A. Walk into the burned-out building and pick 
up the rope (+3) from the box. Leave South Central L.A. and 
drive to Parker Center. 

Go to the 3rd Floor. Use the computer, select DMV and enter 
the license plate number from the abandoned car (+2) to make 
the Social Services Office appear on the map. Leave the Center 
and drive to Social Services (#2 on the map). 

Show your badge to the receptionist (+1). Talk to her until 
she escorts you to Luella’s desk. Examine the desk and take the 
folders (+2) and the audio tape (+2). Look at the folders in 
your inventory (+4). Talk to the receptionist about all possible 
topics. Leave Social Services and drive to Hollywood and Vine. 
Go into Ragin’ Records and give the audio tape to Paul (+2). 
Look closely at the counter for a close-up view and select one of 
the drumsticks. Pick it up from the counter (+2). Leave Ragin’ 
Records and drive to the Third Eye Theater (#11 on the map). 

Walk up to the booth and show your badge to the man (+2). 
Talk to the man and walk through the left door into the Theater. 
Talk to Mitchell about all possible topics. Pick up the tea and 
drink it (+3). Go through the double doors to watch the movie 
(+3). After Mitchell shoos you outside, go to Griffith Park. Use 
the rgpe on the dog (+5) and it leads you to an alley behind the 


Sa 


Theater. 

Open the homicide kit and use the pry bar on the double 
doors (+3). It’s pitch black in here, so open the homicide kit 
again and use the ee Rummage through the kit a third 

hi to jummy open the doorknob of the 


race Tarinmoreecccttscracccttee 


in your inventory tovfind a sk le on key (+4). Walk to the right 
“and, enter the ladies 


‘the box of baggies on the hypodermic 
“4 room n and return to the Theater to 


nen No Viewer | is yours! 
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THE PRINCE OF 
PERSIA LINEAGE: 
Jordan Mechner'’s 
Karateka 


by Ron Dulin 


Above: Karateka 
Below: Prince of Persia 
Bottom: Prince of Persia 2 


“High atop a craggy cliff top, guarded 
by an army of fierce warriors, stands the 
fortress of the evil warlord Akuma. Deep 
in the darkest dungeon of the castle, 
Akuma gloats over his lovely captive, the 
Princess Mariko.” 

So began one of the best home com- 
puter games of the ‘80s, Karateka from 
Bréderbund—a game that would occupy 
my younger years for hours at a time. 
Even after | had solved it, | would play 
Karateka constantly. 

Designed by Jordan Mechner while he 
was still in his late teens and released in 
November 1984, Karateka was unlike any- 
thing that came before it. The game com- 
bined a Kung Fu Theater story line with 
cinematic qualities, such as scrolling 
backgrounds, scenes of your adversaries 
preparing to attack you and scenes of 
your forlorn bride-to-be waiting in her 
lonely cell. 

But equally as interesting as the game 
is the story of the young man who devel- 
oped it. After becoming fascinated with a 
friend’s Apple Il, Mechner bought his 
own and designed nearly 50 games for it 
by 1982. He sent one of his games, enti- 
tled Deathbounce, to Bréderbund for con- 
sideration. Though it decided not to pub- 
lish it, it encouraged him to continue hon- 
ing his skills as a developer and sent him 
a copy of the yet-to-be-released 
Choplifter (| can still hear the sounds of 
the characters as you'd accidentally land 
on them). Drawing inspiration from the 
human elements of this game, Mechner 
began working on Karateka, which went 
on to sell nearly half a million copies. The 
game not only helped to pay for the 
young designer’s home in Paris, it helped 
to define the then-fledgling genre of 
hand-to-hand combat games. 

With a formula for success, Mechner 
crafted Prince of Persia, which debuted 
for the Apple in 1985 (IBM PC and 
Macintosh versions were released in 1990 
and 1992 respectively). With striking simi- 
larities to Karateka, in Persia Mechner 
replaced the martial arts with sword 
fighting and took advantage of the 
improvements in technology. The evil 
warlord Akuma was replaced by the 
Grand Vizier Jaffar, but there was still a 
princess to be saved and villains to 
thwart. The cinematic quality was even 
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Ron Dulin’s Reboot column hearkens 
back to the days of bell-bottom jeans 
and terry-cloth shirts. He still has an 
Apple Il at his desk (we’re not kid- 
ding!). In its first installment, Reboot 
traces the steps of what eventually led 


to fighting games like Street Fighter Il. 


more pronounced. Using digitized images 
of Jordan’s brother David in a pair of 
white sweat pants, the amazingly fluid 
movements of the prince were created. 

Jordan Mechner’s newest release, 
Prince of Persia 2: The Shadow and the 
Flame (released in May 1993 for the IBM 
PC and just recently for the Macintosh), 
does not stray too far from his trusty for- 
mula. Jaffar is back, and the cinematic 
interludes are more detailed, but it’s still 
Karateka at heart. 
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The Infinity Machine works with virtually ANY game. 

Our easy to use interface allows you to edit or freeze 

almost any game feature - such as lives, gold, or energy - in 

real time. Our slow-motion mode lets you breeze through the tough 
spots like no tomorrow! What are you waiting for? Start living today! 


$34.95 
od U.S. 


359 FRANK DRIVE »* MONROE, MICHIGAN 48161 


TO ORDER, CALL 800-457-1161 
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SELL YOUR 
USED GAMES 


@ IBM - AMIGA - C64 

® Send list for speedy reply 

@ Top Prices Paid 

® Convert titles you’ve 
beaten or grown tired of 
to CASH or trade credit 
(20% more)! 

@ Call or write for free 
catalog (specify your 
computer) 
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Bare Bones Software 
940 4th Ave #222 Huntington WY 25701 


Orders Only: 


1-800-638-1123 
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PRICES SUBJECT TO CHANGE, DEFECTIVES REPLACED WITH SAME PRODUCT BBS 
20% RESTOCKING FEE ON RETURNED & REFUSED ITEMS 
WE SELL ALL PAYMENT: CHECKS (ORDERS SHIPPED WHEN CHECK CLEARS) 
COMPUTER & VIDEO MONEY ORDERS (TREATED AS CASH) 
ENTERTAINMENT CA residents add 7.25% sales tax / HANDLING $2 PER ORDER 


304-529-7050 
304-529-0957 
PRODUCTS SHIPPING: FREE GROUND SHIPPING WITH $100 PURCHASE, UNDER $100 
PRIORITY MAIL ADD $4, 3-DAY UPS ADD $5 PER ORDER, 2ND DAY AIR ADD $7 


All Other Business ee 
OTHER SHIPPING TERMS ARRANGED. COD ADD $4 304-529-0461 a ACY _| 
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CROSSWORDS 


 @2: 22:13 pm 61/06/94 
Best Time To Beat Or Tie 
Play Lap Timer(s) 
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DOUBLE CROSSES - 


‘A classic compendium of 
computer word play.’ 
- Bill Kunkel, Executive Editor, 
Electronic Games. 
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WORD SCRAMBLES 


"The best collection of 
Word Puzzles available 
on the PC today." 
Computer Game Review. 


"Word Puzzles brings the puzzle 
opular magazine in a 


slick, ni rful program that 


eliminates the tedium of puzzle 
and lets you concentrate 


on the solutions themselves.’ 


Russ Ceccola, Associate Editor, 


Electronic Games. 
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LANCELOT IMINO OLAS (UN(RI(RIY(2) 


Over 200 puzzles to challenge even the 
most demanding solver. Easy to erase 
your mistakes or ask the computer for 
hints. Vivid animated SVGA graphics 
(VGA and EGA also included). Lively 


musical soundtrack. Easy-to-use mouse 


or keyboard interface. 


Made in USA. 
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For IBM PCs and all true compatibles. 


Villa Crespo Software, Inc. 
1725 McGovern Street 
Highland Park, IL. 60035. 


Available at Software Sellers Everywhere! 
For more information, call 1-708-433-0500 
or fax 1-708-433-1485. 


Villa Crespo 
SOFTWARE 


©1994 Villa Crespo Software, Inc. 
Equipment mentions are 
Trademarks/Registrations of their 
respective companies. 
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